SUPER aCTion " February *93 Issue 5 Please read in a high pitched voice 



impeRium 


RoaD RunnER 


FEBRUARY 1993 
NUMBER 5 £1.95 

OUYOPRESS PRINTED IN THE UK 
{^ interactive READ THE WORLD OVER 

III 2 > 


inSlDG: GUnFORCG ROaDRIOT HLUD PUSHOL/GR 
UTOPia nHLa ice HOCKGy anD lots itiorg! 


9 770967 0 


FIRST PICTURES II1SIDG! 


BRITAIN’S BIGGEST AND BEST SUPER NINTENDO MAGAZINE 

Super Action is an independent magazine and is not connected with Nintendo of America Inc. 



J f mF 

1 Et 

m 

1 ^ 

k 4 


1 Hi 




f-* 1 1111 

■j 1/ rj r 

in i uu 

jJ a jjL 

r* ' / r J I 

Mr-ill/ 

lmJH 

LLbJli 


’•I 




























































ENTERTAINMENT SYS 


Original 


(Nintendo) 


l\ Seal of ji 
^ Quality /A 


tyres, spoilers and diffuser for maximum effect. Not only the courses but also the weather 
can be selected. Become World Champion as you compete in Grand Prix mode. The 
Grand Prix offers 16 different circuits to test your ability to the limit, but remember your 
repair fees increase as you sustain damage to your vehicle. Strengthen your driving skills 
as you work-out in training mode. You'll need to practice your race tactics and Pit-stops. 


OCEAN SOFTWARE LIMITED 
2 CASTLE STREET. CASTLEFIELD 
MANCHESTER. M3 4LZ 
TELEPHONE: 061 832 6633 
FAX: 061 8340650 


Nintendo and Nintendo Entertainment 
System are trademarks of Nintendo 
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W elcome to the fabulously romantic 
Valentine issue and a big, wet, girlie 
kiss to all you Super Nintendo fans 
out there. We love you more than life itself 
and just to prove it, we have packed this issue 
with the most incredible news and reviews. 

Just check out the news section for the 
first pictures of the first Super FX game. This 
incredible new graphics chip looks set to 
revolutionise Nintendo gaming forever. Flight 
simulators, advanced driving games and even 
Virtual Reality are now just a stone’s throw 


away. We tell you everything 
you need to know and more 
importantly, show you exactly 
what it looks like. 

Reviews too, are packed 
with love and romance as we 
get the hots for Mickey Mouse, 
NHLA Hockey and a host of 
other dreamy games. 

If you were in love with 
Super Action before, then it 
looks like you will be totally 


and utterly besotted by the 
end of this issue. 

It’s not all sweetness and 
light though. We dish the dirt 
on the latest racer from THQ 
and give away some sordid 
gaming secrets in Barry 
Diablo’s Cheats of Doom. 

Still, it wouldn’t be love 
without a little pain. Stay 
faithful now, you know that 
we love you. 
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Deputy Editor Guy: Simon Kirrane 
Art Editor Cat: Ian K. Tindale 
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Advertising Artwork: Jason Sharpies 
Contributor Fellows: Nobody, we did it 
all ourselves. 

Sales Mangier: Steve Darragh 
Systems Man: David Stewart 
Production and Sales Hipsters: 
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Leila Caston 
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Group Chairman: Derek Meakin 

Europress Interactive Ltd, 

Europa House, Adlington Park, 
Macclesfield SKIO 4NP 
Tel: 0625 878888 Fax: 0625 876669 
Printed by: BPCC Carlisle. 

Distributed by COMAG 


Special thanks to: 

The pizza people for constantly refusing to 
send us free garlic bread, Marky Mark out of 
the Funky Bunch for his ice-cream related 
laffs and his grab-destroying antics, Leila 
Caston for being quiet, THQ for keeping us 
amused, Matt Beilzebub for his incredible 
timekeeping, someone upstairs for creative 
scheduling, the girl at STA for booking the 
flight, Steve Darragh for being on holiday, 
Simon Jones for emulating him perfectly, 
Monkey for living in a Shunky, Dave Stewart 
for the, ahem, ‘portable Macintosh, everyone 
who didn’t sue us and all the girls I’ve loved 
before. 

While Europress Interactive Ltd. does its best to 
ensure that all the information contained within 
the editorial and advertising is correct, Super 
Action cannot be held responsible for any inaccu¬ 
racies or ommissions. No part of this magazine 
may be reproduced without written permission. 
Super Action is an independent magazine has has 
no connection with Nintendo Co., Ltd. 
“Nintendo", “NES”, “Super NES” and "Super 
Famicom” are trademarks of Nintendo Co., Ltd 
All trademarks and copyrights are recognised. 
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Dews 

This month we bring you news of the latest 
developments in the world of 

Super Nintendo. Unbelievable news and 
pictures of the new Super FX graphics 
system. Thrill as you see what it can do. 
Super Action finally puts paid to the 
speculation surrounding this amazing 
new graphics chip. Also, the first saucy 
SNES software hits the Japanese streets. 


news and pictures! 


NHLA Hocke) 

EA debut their fab I c 


Rei/ieius 


16 


N 

EA debut their fab Ice Hockey game 

Mickey Mouse - ft 

Just check out those graphics . XU 

Wing Commander . 

Space war never looked so good . at 

Best of the Best Karate 

Kick ass, Japanese style . 

Blazeon 

Shoot stuff . 

Drakkhen 

Figure stuff out 


28 

. 32 

36 

John Madden Football ’93 

Throw and catch stuff . 

Pushover 

Push over stuff . 

Roadrunner 

Run like hell . 

Another World 

Live the movie experience.. 

Chuck Rock 

Unga Bungal. 


44 

48 

52 

56 


60 

64 


Nicklaus Golf 

?utt, slice and hook your way to glory . 

Road Riot 4WD 

Erm, check it out . 

Fatal Fury 
Imperium 

Shoot some more stuff -. * +* 

Gun Force 7A 

About blimmin’ time . /O 
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HiGh 

In a brand new section, Super Action line up the 
best of the best in High Score 

Land. Can you make the grade, or will 
you be left by the wayside? Read on. 


Barry Diablo’s 
Cheats oP Doom 

Our Barry brings you a special Valentine 
edition of the World-famous cheat 

section. If you’re having trouble with a 
game, or you just can’t be bothered to 
play it properly, check this out. 

Prei/ietus 

is ter 

Underground RP<5 antics .. .92 

Universal Soldier 

Shades of Turrican?.. . 95 

Outlander 

Road racing violence. . 97 

Utopia 

■ AA 

Play God in this fab strategy game ...... 77 


Bill and Ben’s 
Poison Pen 

You too can have your probing questions 
answered fully in Britain’s liveliest 

letters page. No stone will be left 
unturned in our endless quest for facts. 
Join us on this rapid-fire journey of 
knowledge and discovery. 


Crusty Library 

Another brand new regular which will continue 
to grow with the Super NES. 

Absolutely every Super Nintendo game 
ever will be reviewed in this massive 
and informative new section. 






his month in Super Action 
magazine, we review the 
excellent Chuck Rock. We bring 
you the first ever pictures, of the 
first ever Super FX game. We 
blow the lid on your favourite 
games. We preview the hottest 
new titles. How can we do this? 
Because we’re totally ace, 
that’s why. We’d like to 
say a big thanks to all the 
readers who sent in a 
completed questionnaire. 
The purpose of these 
thingies is to let us know 
what you want and in 
return, we’ll make the 
changes you suggest. In 
line with this we have 
already responded to 
your demands and 
increased the size of the 
magazine. You now have 
a massive I 16 pages of 
Super Nintendo frolics. 

The reviews are bigger and 
better, the previews are longer 
and more informative and the 
screenshots are still the best 
you’ll find. And on page 104 you’ll 
find the incredibly handy Crusty 
Library. Nobody does it better. 
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N intendo are all set to revolutionise console gaming 
with the launch of the Super FX System. This incredi¬ 
ble new graphics chip will be built into selected Super 
Nintendo cartridges from February onwards. 

It will allow light-sourced, texture-mapped polygons to be moved 
around at very high speed, something no console can do at present. 

Polygons are the type of graphics used in spectacular flight simula¬ 
tors and allow a real time 3D environment to be displayed on screen. 
The chip also speeds up other SNES graphics and can scale and rotate 
sprites, quite an achievement for any console. The chip was actually 
developed here in Britain by Argonaut Software and those who’ve seen 
it say that it could be the biggest event in 
Nintendo’s history. 

Mega Drive owners have always had the 
advantage when it comes to this kind of thing 
as their processor is far more suited to mov¬ 
ing polygons around. Super FX should be a 
real kick in the teeth to Sega’s beast and it 
will even give PCs a run for their money. 

According to our sources, Super FX will 
completely eliminate sprite slowdown, a 
problem that always occurs on fast action 
blasters. This should put paid to any criti¬ 
cisms currently levelled at the Super 
Nintendo. 

We at Super Action have always been 
the first with the hottest news on Super FX 
and here we have the first pictures. The game 
is called Starfox and is a stunning 3D blaster. 

The game was designed to show off all of the 
Super FX System’s capabilities. This, as you 
can see from the screenshots, it does to per¬ 
fection. 

Although this is the first Super FX 
game, it looks stunning. This bodes extremely 
well for the future and, apparently, software 
houses are clamouring for development kits. 

So far, computer games have used 
sprites or polygons, but never both at once. 

Starfox looks set to change all that with a 
wild looking mixture of two and three dimen¬ 
sional graphics. The processing power 
required to perform all this stuff is enormous 
and only a 32 bit processor was up to it. The 
Super FX games, as a result, will be more 
expensive than standard SNES carts. 

The price hike has yet to be announced, 
but inside sources claim that it could be any¬ 
thing from an extra fiver to an extra forty 
quid. Nintendo are very good at minimising 
costs, so expect an extra tenner. 


The asteroid in the 
foreground is a 
scaled sprite, 
something the 
Super NE5 can only 
do using the Super 
FX chip. 


The game featured in these screen- 
shots is called Starfox. As you can 
see, it features polygons and believe 
us when we tell you that they are 
extremely fast. 


The spaceship in the distance 
moves smoothly and quickly in 
full three dimensions. Lightning 
fast and very impressive. 


Zoom through the streets of a futur¬ 
istic city and gasp in awe as every¬ 
thing moves smoothly and perfectly 
in three dimensions. Next stop: 
Virtual Reality? 


The game will actually be released in 
Japan at the end of February and anticipation, 
as you can imagine, is extremely high. If the 
release of Dragon Quest V caused riots, this 
might just cause a full scale war. 

This means a very interesting future for 
the already powerful machine. Current 
rumours suggest that Virtual Reality is just 
around the corner. We will try our best to 
get hold of Starfox just as soon as we can and 
remember, you heard it here first. 
























A game causing a bit of a stir in 
Japanese console stores at the 
moment is a rather bizarre 
RPG called Cacoma Knight. 

Weird doesn’t even begin to describe 
the stuff that happens in this title. It can be 
described as a cross between Zelda and Final 
Fantasy, but it’s set in a weird cartoon land 
filled with sweeties and other stuff. 

The hero of the tale is a rather attrac¬ 
tive girl and she is on a quest to find her lost 
father. She is accompanied on this quest by a 
bloke sporting a rather embarassing quiff. 

There are loads of sub-games included 
in the cartridge such as a rather nifty version 
of Qix, where you try to paint squares while 
avoiding baddies. Nice touch that and it 
should add value to the cart. 

The game is aimed squarely at a young 
audience and the difficulty of the puzzles is 
scaled accordingly. The Japanese text doesn’t 
intrude on the gameplay too much, so look 
out for a review in a future issue. 


As you can see from the screenshot, the graphics are 
gorgeous and heavily stylised. 


This odd looking sub-game has more 
than a little in common with arcade 
classic Qix. Looks very nice indeed. 



LIFE 


Standing on the edge of a precipice, sword in hand and 
not a bad guy in sight. Sizarre! 


F irst Samurai was an immediate classic when it was 
released on Amiga last year. The game tells the tale of a 
Samurai warrior who is catapulted through time to 
modern day Japan, chasing the evil warlord who killed his 
master. 

In style, the game has a lot in common with both Shinobi and 
Strider. You guide the Samurai through spectacular levels filled with 
danger, excitement and violent confrontation. You start off armed with 
just a sword, but throwng weapons and magic powers can be gained as 
you progress. 

You can call for assistance from the ghost of your master and, by 
golly, you’ll need it. The game is filled with tricky and sometimes 
damned near impossible puzzles. Barriers 
must be breached, chasms crossed and some j ^ 
very bad guys beaten. 

The game was programmed originally 
by British software dudes Vivid Image, but 
the Super Nintendo conversion was handled 
largely by Japanese software heroes Kemco. 

The game should be available soon and we’ll HSgSg 
be first with a full and detailed review in a 
forthcoming issue. 




I Our hero is 
l quite an 
| athlete and 
| can climb the 

I highest wall 
with ease. 
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TITLE 

NEW 

SECONDHAND 

DUE 



SELL 

BUY 


ADDAMS FAMILY. 

.40 M 

.23.00 ... 

.. 16.00 

.NEW 

ARHANIA _ 

.37.00 

.26.00 ... 

.. 19.00 


axelay . 

.40.00 

.28.00 ... 

..21.00 

'......OCT 

BATTLE BLAZE_ 

.35.00 

.23.00 ... 

.. 16.00 

__OCT 

BATTLE TOADS. 

Anno 

.27.00 ... 

.. 20.00 

.OCT 

BLUES BROTHERS . 

.40.00 

.27.00 ... 

..20.00 

.OCT 

BULLS V LAKERS. 

.40.00 

.27.00 ... 

.. 20.00 

.OCT 

CALIFORNIA GAMES. 

.40.00 

.27.00 ... 

.. 20.00 

.OCT 

CASTLEVANIA IV. 

.40.00 

.27.00 ... 

..20.00 


CONTRA III . 

.40.00 

.28.00 ... 

..21.00 


CYBERNAT0R . 

.40.00 

.27.00 ... 

.. 20.00 

.OCT 

DESERT STRIKE. 

.40.00 

.27.00 ... 

..20.00 

.NOV 

DIN0 CITY. 

.40.00 

.24.00 ... 

.. 17.00 

.OCT 

DUNGEON MASTER. 

.45.00 

.34.00 ... 

.. 27.00 

.OCT 

DUNGEONS AND DRAGONS. 

.42.00 

.31.00 ... 

..24.00 

.......OCT 

F-1 RACE OF CHAMPIONS. 

.40.00 

.27.00 ... 

..20.00 

.NEW 

f-zero. 

as m 

.24.00 ... 

.. 17.00 


FACEBALL2000 . 

.40.00 

.23.00 ... 

..16.00 


FINAL FANTASY LEGEND II. 

.42.00 

.31.00 ... 

24.00 


FINAL FIGHT. 

.40.00 

.27.00 ... 

..20.00 


FOOTBALL FURY. 

.35.00 

.26.00 ... 

.. 19.00 

.OCT 

GODS.. 

.40.00 

.28.00 ... 

..21.00 

.NOV 

GUN FORCE . 

.40.00 

.23.00 ... 

.. 16.00 

.OCT 


HARLEYS HUMONGOUS ADVENTURE .... 
HIT THE ICE. 

..40.00 27.00 20.00 .NOV 

..40.00 26.00 19.00 .NOV 

HOME ALONE II 

.. 40.00 . 23.00.16.00.OCT 

hook. 

.. 40.00 . 23.00.16.00 .SEP 

HUNT FOR RED OCTOBER. 

JOE AND MAC. 

KAWASAKI CARRIBBEAN CHALLENGE . 

LEGEND OF MYSTICAL NINJA. 

LEMMINGS. 

..35.00 . 24.00 .17.00 .SEP 

..35.00 . 24.00 .17.00 .NEW 

..42.00 . 27.00 . 20.00.OCT 

..40.00 . 27.00 . 20.00 .NEW 

..40.00 . 27.00 . 20.00 .NEW- 

LETHAL WEAPON. 

.. 40.00 . 27.00 . 20.00.OCT 

MAGIC SWORD. 

.. 40.00 . 27.00 . 20.00 .NEW 

METAL JACKET. 

..40.00 . 27.00 . 20.00.OCT 

MIGHT ANn MAGIC ll.-. 

.. 42.00 . 26.00 .19.00 ....... OCT 

MUSYA . 

.. 40.00 . 26.00.19.00 .NOV 

MRflfl RASKFTRAI1 

..40.00 . 26.00.19.00 .NEW 

OUT OF THIS WORLD. 

..40.00 . 23.00 .16.00.OCT 

PGA TOUR GOLF. 

.. 40.00 . 27.00 . 20.00 . 

PILOT WINGS. 

..40.00 , ?7 nn 9nm. 

PRINCE OF PERSIA. 

..40.00 . 28.00 . 21.00.OCT 

PUSHOVER . 

..40.00 . 23.00.16.00 .SEP 

RACE DRIVIN. 

..40.00 . 26.00.19.00 _ 

RADIO FLYER. 

..40.00 . 23.00.16.00 .SEP 

RAMPART. 

..40.00 . 26.00.19.00 .SEP 

R0B0C0P 3. 

..40.00 . 29.00 . 22.00 .NOV 


SIMPSONS - BARTS NIGHTMARE .. 
SIMPSONS - KRUSTYS FUNHOUSE 
SLAP SHOT . 

.40.00 

.40.00 

.40.00 

.27.00 

.27.00 

.27.00 

SPANKYS QUEST. 

.40.00 

.23.00 

SPELLCRAFT . 

&nm 

.23.00 

SPIDERMAN - XMEN. 

.40.00 

.23.00 

SPINDIZZY WORLD. 

.40.00 

.23.00 

STAR WARS. 

.40.00 

.27.00 

STREET FIGHTER II. 

.45.00 

.31.00 

SUPER ADVENTURE ISLAND. 

.40.00 

.27.00 

SUPER BOWLING. 

.40.00 

.27.00 

SUPER DOUBLE DRAGON ... 

.45.00 

.31.00 

SUPER GHOULS N GHOSTS. 

.40.00 

.27.00 

SUPER POWER PUNCH III. 

.40.00 

.23.00 

SUPER R-TYPE. 

.40.00 

.23.00 

SUPER SMASH TV. 

.40.00 

.28.00 

SUPER SOCCER CHAMP . 

.40.00 

.23.00 

SUPER WRESTLEMANIA.. 

.40.00 

.27.00 

TK 0 . 

.40.00 

.26.00 

TURTLES 4 . 

.40.00 

.28.00 

TERMINATOR ■> ARCADE 

.40.00 

.27.00 

TERMINATOR II JUDGEMENT 

40 00 

.27.00 

TINY TOONS. 

.40.00 

.28.00 

TOM AND JERRY. 

.35.00 

.24.00 

TOP GEAR. 

.35.00 

.23.00 

TOXIC CRUSADERS. 

.40.00 

.27.00 

UN soiiAnnnN__ 

.40.00 

.23.00 

WING COMMANDER. 

.42.00 

.28.00 

WINGS II. 

.40.00 

.27.00 

WORLD LEAGUE SOCCER. 

.40.00 

.27.00 

ZELDA III. 

.40.00 

.31.00 


.... DEC 
.... OCT 
..NEW 
...NOV 
..NEW 
....OCT 
.... OCT 
....OCT 
...DEC 
... NEW 

'...SEP 

...SEP 


TITLE 


ADDAMS FAMILY.. 
ALIEN III. 


NEW SECONDHAND DUE 

SELL BUY 

...25.00 . 20.00.14.00_NEW 

...25.00 . 20.00.14.00 .OCT 

.20.00.14.00.NEW 

I.14.00_NEW 

..12.00...... NEW 

.. 14.00. 

..14.00.SEP 

.. 14.00 ___ 

.. 14.00_ 

.. 14.00. 

.. 14.00. 

..14.00.SEP 

..14.00 .......DEC 

..14.00_SEP 

..14.00.OCT 

..14.00_ 

..14.00..OCT 

..14.00. 

..16.00.NOV 

.. 14.00 .. 

..25.00 . 20.00.12.00.NEW 

..25.00 . 20.00.14.00.NEW 

..25.00 . 20.00.14.00.SEP 

..25.00 . 20.00.14.00 .OCT 

..25.00 . 20.00.14.00.NEW 

HUDSON HAWK.25.00 . 20.00.14.00.NEW 


BATMAN RETURN OF JOKER 

.25.00 

.20.00 

RFFTIE JUICE 

25 nn 

.20.00 

BILL ELLIOTS NASCAR. 

.25.00 

.20.00 

BIONIC COMMANDO. 

.27.00 

.22.00 

BLADES OF STEEL. 

.25.00 

.20.00 

BUGS BUNNY II. 

.25.00 

.20.00 

CASTLEVANIA II. 

.25.00 

.20.00 

CHOPLIFTER II. 

.25.00 

.20.00 

CRASH DUMMIES. 

.25.00 

.20.00 

DARK WING DUCK. 

.25.00 

.20.00 

RARKMAN 

95 m 

.20.00 

DOUBLE DRAGON III. 

.25.00 

.20.00 

DOUBLE DRIBBLE 5 ON 5. 

.25.00 

.20.00 

DR FRANKEN. 

.25.00 

.20.00 

DRAGONS LAIR. 

.25.00 

.20.00 

EMPIRE STIKES BACK. 

FACEBALL2000 . 

.27.00 

.25.00 

.22.00 

.20.00 



LETHAL WEAPON. 

.25.00 .....20.00.14.00 .OCT 

LITTLE MERMAID. 

.25.00 . 20.00.14.00 .SEP 

mnNFYTnnNS 

... 25.00.20.00.14.00.SEP 

MARBLE MADNESS. 

MEGAMAN III. 

.25.00 .....20.00 14.00.NEW 

.25.00 20.00 14.00.DEC 

METROID. 

95 m 9nm 19m 

MINER 2049ER. 

.25.00 . 20.00.14.00.NEW 

MISSLE COMMAND. 

95 m 9n m urn nfw 

NAll and SCAl F _ 

.25.00 ..... 20.00.14.00.NEW 

NINJA GAIDEN SHADOW. 

.25.00 . 20.00.14.00 . 

NINJA TARO. 

95 m 9nm urn sfp 

PACMAN. 

.25.00 _ 20.00.12.00 . 

PRINCE OF PERSIA.. 

.25.00 . 20.00.14.00 . 

RAMPART. 

... 25.00 ..... 20.00.14.00.NEW 

RnRnrinp ll. 

.25.00 ..... 20.00.14.00 . 

ROCKY AND BULLWINKLE. 

ROGER RABBIT. 

.27.00 .....22.00 16.00 .OCT 

95 m 9nm iam 

ROLANDS CURSE II. 

95 m 9nm 12.00 ort 

SIDE POCKET. 

.20.00.15.00 . 9.00 . 

SIMPSONS II. 

95 m 9nm urn aiir 

SNOW BROTHERS. 

.25.00 .....20.00.14.00.NEW 

SPIDERMAN II. 

.25.00 ..... 20.00 .14.00.NEW 

SPY V SPY II. 

95 m 9n m urn nfw 

STAR TREK . 

95m 20.00 i&m NFW 

SUPER HUNCH BACK. 

95 m 9nm iiim nfw 

SWORD OF HOPE II. 

.25.00 . 20.00.14.00.SEP 

TALESPIN . 

.25.00 . 20.00.14.00 .OCT 

TERMINATOR II - FUTURE. 

95 m 20.00 i^nn nfw 

TERMINATOR II - ARCADE. 

.25.00 ..... 20.00.14.00 .OCT 

TINY TOONS. 

95 m 20.00 i&rm nfw 

TOM AND JERRY. 

95m 20.00 linn OCT 

TOP GUN - GUTS N GLORY. 

.25.00 . 20.00.14.00.SEP 

TOXIC CRUSADER. 

95 m 20.00 iAm sfp 

TRACK AND FIELD. 

.25.00 . 20.00.14.00.SEP 

TRACK MEET . 

.25.00 .....20.00.14.00.NEW 

TURN AND BURN. 

95 m 9nm linn nfw 

TURTLES II. 

..27.00 . 22.00.16.00.NEW 

TIIRRICAN 

75 m ?nm 14 nn 

ULTIMA. 

.30.00 . 25.00.18.00.SEP 

Ill TRA RRIF 

95 m 20.00 linn nfw 

IINIVFRSAI smniFR _ 

..25.00 . 20.00.14.00 .OCT 

WWF SUPERSTARS. 

..25.00 . 20.00.14.00 . 

WWFII. 

.25.00 . 20.00.14.00.SEP 



■REE 

MEMBERSHIP 

AFTER YOUR FIRST PURCHASE OF OVER £20. MEMBERSHIP ENTITLES YOU TO: 


NEW 

GAMES 


Si 


GLG 

GAMl 


•Mm 


OUR GAMES 


ADVANCE ORDERS 


POSTAGE & SHIPPING 


FREE CATALOGUE 


ALL PRICES QUOTED ARE FOR 

MEM!***** - r 

Non members add £5.00 new games £2.00 used games 




wawm 


WHIZZ-KID GAMES LTD Name _ 
72 STATION SQUARE Address 
PETTS WOOD 
KENT BUS 1NA 

Member No 1 I I I M I 

Cheque □ 

Postal Order □ 

Credit Card □ 


Town _ 

County 
Post Code 
Tel 


Expiry Date 


Please telephone before ordering. 
All cheques must be supplied with 


Game 

Machine 

Price 










Postage 


Total 



All games are UK or USA versions. 


Signature 

























































































































































































































Inside the 
arena and the 
squeak of rub¬ 
ber on wood is 
just about 
unbearable. 


V olleyball games come and go all 
the time and normally wouldn’t 
be worth mentioning. 

Super Volleyball Twin however might 
just make this sport a bit of a video game 
event. The game comes from the super treat 


Wr 




; \ 

»> V 


1 


and god-like genius of Tonkin House, the 
dudes who brought you the amazing Super 
Tennis. 

First reports suggest that the volleyball 
game is just as good and you can play on a 
variety of different surfaces, just like in Super 
Tennis. The surfaces are wood, dirt and best 
of all, sand. 

Why is sand best of all? Because it takes 
place on a beach and you get to control 
teams of rather attractive and very supple 
young ladies. One of these teams is called the 
Melon Gals so you probably get the picture. 

The court uses mode seven graphics to 
achieve perspective and it’s actually quite 
convincing (in much the same way Super 
Tennis was). It’s released in Japan shortly, 
America shortly after and it should hit these 
shores in a few months time. Hooray for the 
Melon Gals. 



A player leaps high in order to 
smash the ball straight to the 
back of the court. 5mooth 
animation makes it look great. 




This track is a bit more futuristic 
than most and very fast indeed. 
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V arie, a new Japanese software 
company are all set to launch 
one of the most exciting new 
driving games for the Super Nintendo. 

It’s called Super FI Hero and it looks 
fabulous. Varie have taken a sensible route 
and avoided realism in preference to sheer 
speed. In motion, the game looks very similar 
to F-Zero and by all accounts, it should be 
just as good. 

The graphics are incredibly slick, making 
full use of mode seven. Most of the game 
takes place on present day, run-of-the-mill 
race tracks. Most of the tracks are based on 
real life circuits, but a couple are set in a fic¬ 
tional, futuristic landscape. 

The game is actually licensed from a 
popular Japanese TV show, an aspect of 
Japanese gaming which seems to be growing 
rapidly. All the usual racing features are 
there, including seven speed gearboxes, 
upgradable cars and all manner of funky stuff. 

There are leagues and statistics to get 
to grips with and this is probably a little more 


complex than your average racing game. It s 
superfast action all the way though. 

We should have a cartridge by this time 
next month when we will definitely bring you 
a full review. 


. Taking this 
corner too 
fast resulted 
in instant and 
terrible death. 
Bummer. 
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four player maze game where the objective is 
to blow up your team mates in as short a 
time as possible. 

The beauty of these multi-player adap¬ 
tors probably lies in the price. At present, 
most console add-ons are prohibitively 
expensive. These adaptors retail in Japan for 
about ten pounds. Expect the price to double 
before they reach these shores, but that still 
makes the units nice and cheap. 

No official announcements yet, but 
expect Nintendo to follow suit with their 
own device. 

This bodes well for multi player games 
in the future and we here at Super Action are 
secretly hoping for a Super Nintendo version 
of Gauntlet. Rumour has it that Tengen are 
already considering such a move, so we’ll 
keep our fingers crossed. 


T here are a number of Multi- 
Player links available for other 
machines including the PC 
Engine, the Mega Drive and even the 
eight bit NES. 

These adaptors allow up to four players 
to play the same game simultaneously (yes, 
we know the PC Engine supports five) and 
the excitement this creates has to be experi¬ 
enced to be believed. 

Games which have featured four players 
simultaneously have proved massively popu¬ 
lar, Gauntlet and Turtles being the perfect 
examples. There are now a total of three 
four player adaptors lined up for the Super 
NES, two by small electronics manufacturers 
and one by the massive ASCII corporation. 

There are games coming up which sup¬ 
port these adaptors, but the only one we 
know about for definite is Super Bomber 
Man. This Hudson Soft classic is a fabulous 


ing close after. If Capcom’s previous record is 
anything to go by, then this may well be the 
best sports game available for the Super 
Nintendo yet. 


C apcom, as we all know have yet 
to turn up with a duff game. 
What they are very good at 
however, is taking tired and staid old 
formats and turning them into real 
mega-games. 

Let’s hope that’s what they’ve done 
with Capom NFL Football. The game is 
licensed to the National Football League, so 
all your fave American Football teams are 
there at your disposal. 

As you can see from the screenshots 
the game makes full use of mode seven. The 
graphics are crisp and sharp and the game 
features all the usual American footy stuff, 
like strategic plays, punts, throws and all that 
blarney. 

The game sees a Japanese release early 
in February with the American launch follow- 


A touchdown! Move fast for success 
in this rather arcadey version of 
American Football. 


Mode seven allows multiple view¬ 
points of the field. This hopefully 
improves the gameplay too. 


Plug four 5uper Nintendo joypads in at one time for 
some gang-related antics. This particular unit should 
be available very shortly at less than twenty quid. 
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The Battle is about to begin! 

The year is 2636 and Earth is faced with the threat of a 
massive invasion. The mad, mutant alien rebels are back 
with a vengeance, looking for their revenge - the anihilation 
of the human race. 

Earth’s only hope is the PROBOTECTOR, the strongest 
fighting robots in history, but will they be enough? Can they 
destroy these miserable mutants in time to save the world.. 


Original 
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Quality 


Distribution: Bandai UK Ltd. (UK), Unit 26/27 
Fareham Industrial Park, Fareham, Plants PO 16 8XB 
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of nifty feaures. It is possible to ram other 
cars and bikes off the road, but in reality, 
you’re better off blasting. 

Turbos play a massively important role 
in the game and without them, it would be 
impossible to catch up with your main sus¬ 
pect. The main suspect must be forced to 
stop within a set time limit and failure to do 
so will result in an embarrassing grilling from 
your superiors. 

The game is about seventy percent 
complete and shoud hit the Japanese stores 
sometime in March. We will have a full 
review just as soon as we get our grubby 
mitts on a copy of this red hot cartridge. 


T aito made waves in the arcades 
a few years ago with the release 
of Chase HQ. This incredible 
driving game was a massive hit combin¬ 
ing smooth driving action with amazing 
fast-paced action. 

Taito revolutionised the driving genre 
by adding guns and violence to it. The Super 
Nintendo version is almost ready. 

The car you drive is a souped up police 
special, with turbocharged engines and a host 


About blooming time! 
WeVe only been waiting a 
year or so. 


F irst announced at last year’s Consumer Electronics 
Show in Las Vegas, Irem’s Gunforce has arrived just in 
time to make it into this issue. The game is a horizon¬ 
tally scrolling platform shoot em up and a conversion of 
Irem’s own arcade game. 

There are the usual pyrotechnic thrills and spills on offer and the 
graphics are often fabulous. As a conversion it’s fairly accurate but 
doubts have been raised about its playability. 

Numerous reasons have been quoted for the game’s massively 
late arrival but the main reason was that Irem had mocked up screen- 
shots for the show and the game was barely even started in terms of 
development. 

Make your way through war torn villages, evil infested jungles and 
ruined cities. Helicopters attack at regular intervals and your soldier 
can power up his weapons by collecting special icons. In its favour, it is 
fast and frantic. We’ll give you a proper low-down later in the issue. 


Trucks, bikes, cars and other vehicles 
will all make your life a misery as they 
completely refuse to get out of the 
way. Prive faster! 
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FIRST FILTHY FAMIGOM 


S uper Daboah Mah Jong is possibly the first saucy Super 
Nintendo game. It bears a close relation to the strip 
Mah Jong games that have appeared on various 
Japanese systems. 

Mah Jong is an ancient and brilliant strategy game. It’s not nearly 
as complicated as it looks and the whole game is purely a matter of 
planning and forethought. 

This rather risque version features 
semi-naked girlies, as well as some rather odd 
Japanese creatures. These all appear at vari¬ 
ous intervals as a reward for progress. To be 
honest, the game is hardly porn, just a bit 
cheeky, like a Carry On movie. 

The game gets an official Japanese 
release later this month and you can bet your 
socks that it’ll be reviewed as soon as we get 
our sweating palms on it. 


These are the clean pictures. 










































Konami® is a registered trademark of Konami Co. Ltd. Teenage Mutant Hero Turtles® and the distinctive likeness thereof are registered trademarks and copyright 1991 by Mirage Studios. 
Exclusively licensed by Surge Licensing Inc. Turtles in Time ™ is a trademark of Konami. Distribution: Bandai UK Ltd. (UK), Unit 26/27, Fareham Industrial Park, Fareham, Hants PO 16 8XB 


The ever villainous Shredder has sent one of his evil androids to 
steal the Statue of Liberty. The turtles have to defeat Shredder 
and rescue Lady Liberty from his evil clutches in six huge levels of 
Arcade Action. As they attempt to put an end to Shredder he 
knocks everyone into an activated Matrix Translocation Beam 
sending everyone hurtling back through time. Can the turtles 
defeat the host of historic hooligans as they fight their way back to 
1992, to the final showdown with Shredder. 
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PIT FIGHTER .£44.99 

MARIO PAINT .AVAILABLE SOON £55.99 

AXELAY .OUT S00NE39.99 

OUT SOON - MARIO K A R T . . . £ 4 4.9 9 

SUPER KICK OFF .£22-®® 

EXHAUST HEAT .£39.99 

POPULOUS .£44.99 

ADDAMS FAMILY.£38.99 

CASTLEVANIA IV.£32.99 

LEMMINGS.£42.99 

UN SQUADRON .£22-®® 

ULTRAMAN.£ 5 2 - 2 2 

ADVENTURE ISLAND .£39.99 

PROBOTECTOR.£39.99 

RIVAL TURF .£38.99 

TMHT 4.£39.99 

TOP GEAR .£39.99 

PAPERBOY .£34.99 

SIM CITY.£34.99 

ZELDA .£22-22 

F-ZERO .£32.99 

R-TYPE.£32.99 

SUPER SOCCER .£32.99 

SUPER SMASH TV.£42.99 

STREET FIGHTER .£59.99 

FINAL FIGHT.£22 22 

SUPER ALESTE.£38.99 

SUPER WWF.£44.99 

CAVEMAN NINJA.£44.99 

DRAGON'S LAIR.£44.99 

WAR SPEED.£42.99 

BOXING.£42.99 

TEST DRIVE 2 £44.99 

SIMPSONS .£44.99 

BLAZING SKIES.£22 22 

PILOTWINGS .£34.99 

GHOULS & GHOSTS.£42.99 

SUPER MARIO WORLD.£39.99 

ANOTHER WORLD.£39.99 

ACTRAISER.£44.99 

RACE DRIVING.£44.99 

ROBOCOP 3.£44.99 

HOME ALONE.£39.99 

SPIDERMAN.£44.99 

KRUSTYS FUN HOUSE.£38.99 

ALL ITEMS SUBJECT TO AVAILABILITY 
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CONSOLES & ACCESSORIES 

SNES ACTION REPLAY.£44.99 

CAPCOM STREETFIGHTER JOYSTICK.PLEASE CALL 

SNES SCOPE + 6 ACTION GAMES.£55.99 

SNES ACTION SET.£154.99 

Includes SNES Control Deck, Hi-Tech Controller, 

SNES Scope + 6 Action Gomes 

SNES ENTERTAINMENT SET.£120.99 

Includes 1 Controller, SNES Control Deck 
& Super Mario World. 

SUPER CON 2 CONTROLLER.£11.99 

GAME BOY GAMES FROM £12.99 PLEASE CALL 
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ALL GAMES UK VERSION 

We accept Access, Visa, Master Card, American Express, Diners Club, Style, 
Switch, Cheques & Postal Orders. 

Please add 95p P&P on games, £4.95 on consoles 



GAME PRO 


MONTHLY COMPETITION 
You can enter into our FREE 
monthly draw to win L 100 
worth of software of your 
choice! Plus, if you buy a 
console you will be entered 
three times. Winners will be 
notified by letter. 


GamePro 

Alhambra House 

27 Charing Cross Road 

Leicester Square 

London 

WC2H OAU 

07 1 930 0600 


USA SUPER N INTENDO 

ADDAMS FAMILY 2. 

ALIEN 3. ..,, 

AMERICAN GLADIATORS 

AXELAY . 

BATMAN .,. 

CASTLEVANIA 4. . 

CHUCK ROCK - 


■ C ^L BASEBALL STARS 2 ...... 

••J*'!: CROSSED SWORDS 

” 44 ' 95 CYBERLIP...., -......... 

J9*95 EIGHTMAN .. 

. 39.95 FATAL FURY .. 

•4LW GHOST PILOT . 

-JJ-Jj KINGOFTHEMONSTE 

MAGICIAN LORD . 

j 9 ; 95 MUTATION NATION,, 

J995 NAM 1975 . 

..39.95 NINJA COMBAT . 

••4T95 SENGOKU .. 

"{’•’I SOCCER BRAWL 

;; 4 ;; 9 5 top player’s golf.,, 
J19S 

till QAMfBj 

CALL &ATMAN. 

.38.95 BATTLETOADS............. 

•42.95 BLUES BROTHERS ....... 

•42.95 joe i MAC.... 

43 95 1 

:; hook ... 

j 999 PITFIGHTER. 

14195 PRINCE OF PERSIA ....... 

.CALL SPIDERMAN II. 

.39.95 STAR TREK.. 

•]222 STAR WARS....,.. . . 

CALL SUPER MARIO LAND 2 
’call TERMINATOR II 

XALL TOM & JERRY. 

...41.95 WWF SUPERSTARS ll. ( 

•42.95 YOSHI.. 

,..4195 
,.39.95 
,38.95 
,39.95 
,.39.95 
,.39.95 


TRADING HOURS 

Mon-Fri 9am - 9pm 
Sat/Sun 9am*7pm 


CONTRA 3. 


H ARDWA RE 

UK/USA/JAP GAMES ADAPTOR 
(WORKS WITH MARIO KART),,14.95 
US SUPER NINTENDO SCART, 109.95 

REPLACEMENT PADS.,14.95 

JB KING JOYSTICK.49.95 

CAPCOM JOYSTICK.69.95 

GAMEBOY + GAME.64.95 

NEO GEO UK SYSTEM.299.95 

.CALL 

.CALL POSTAGE & PACKING 

..49.95 GAMES.1.25 

..44.95 ADAPTORS.1.25 

CALL GAMEB0Y . 5 * 00 

’ 4295 SNES CONSOLE.7.50 

“ 4 2!95 NEO-GEO CONSOLE.10.00 

.CALL JOYSTICKS.CALL 


jAP SUPER NINTENDO 

ALIEN Vs PREDATOR. 

BACK TO THE FUTURE 

BATTLETOADS. 

BRASS BOSS. 

DIRTY CHALLENGER.,, 

FATAL FURY. 

GOLDEN FIGHTER 2. 

NORTH STAR KEN 6. 

PARODIUS. 

PSYCHO DREAM..... 

RAMNAl/2 2. 

SUPER ALESTE. 

SUPERSWIV. 

2020 SUPER BASEBALL, 
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Editor: FRANk O'Connor 

Poor old Frank. His Valentine lives in 
America and she doesn’t even know he 
exists. Who are we talking about? Why 
Martika of course. The saucy pop vixen will 
see her Valentine’s day out, blissfully 
unaware of Frank’s rather pathetic 
attentions. What a shame. Geek. 




Deputy Editor: SiMON KiRRANE 

Simon is a bit of a one. His Valentine (and 
this is anyone in the whole World mind) 
would be some French bit that he glimpsed 
briefly on Holiday in Greece. If you are a 
French girl who took a yellow bag into a 
Greek laundry sometime in 1990, Simon 
fancies you, he does. 

Staff Writer: Steve Atherton 

Apart from some ginger chick who works 
upstairs, Steve has a rather unnatural 
lust for Thora Hird. He often watches 
religious programmes on Sunday in the 
vain hope that Thora Hird might show a bit 
of thigh. To date, this has not happened 
and as a result, Steve’s life is incomplete. 

Art Editor: Ian K. TincJaIe 

Ian’s Valentine is no mystery to us, but he 
specifically asked us not to print it in the 
magazine. So here she is: Sharon out of 
GS Action. Ian’s fawning attentions range 
from pathetic to embarrassing and 
Sharon takes it all with a pinch of salt. 
Sad what love does to people. 

Ultra Arty Babe: LisA CRAqq 

Lisa claims that she doesn’t fancy anyone 
but we’re not fooled. This brazen hussy, 
this painted strumpet has the hots for 
none other than raunchy rock star, Cliff 
Richard. The sight of his leather pants 
straining as he bumps and grinds to the 
strains of “Pevil Woman” is too much. 

Art Assistant: JiMbob EAqERs 

Jimbob fancies anything in a skirt, which is 
why he got such an almighty kicking on a 
recent trip to Scotland. He’s off do\Nn the 
hospital now and apparently it has 
something to do with the retrieval of a 
twelve foot caber. No happy Valentine for 
Jimbob this year. 
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h happy day! magazine - with more news, 

This month’s more tips and more fun than 
Super Action is any other, 
so crammed full of hot Other magazines try their 
gaming action that we best, but how can they match 
can barely believe it. such unbelievable perfection? 

Not content with giving Answers on the back of a ■ 
you all the info on the latest postage stamp please, 
titles, we’ve made our game Check out our fab reviews 
reviews even bigger and infi- of Mickey Mouse, the corking 
nitely better. Super Nintendo version of 

Super Action is now with- Fatal Fury, a host of 
out a doubt, Britain’s biggest Electronic Arts stuff and 
and best Super Nintendo much, much more. 

The Games of Doom * 9 

NHLA Hockey . 16 . 

Mickey Mouse. . 20 ^ 

Wing Commander . 24 f 

Best of the Best Karate . 28 • 

Blazeon _ 32 

Drakkhen . 36 

John Madden '93 . 40 ** ’ 

Pushover _44 .►* • 

RoadRunner . 48 y» 

Another World . 52 h « 

Chuck Rock . 56 . 

Jack Nicklaus Golf _ 60 4 , 

Road Riot 4WD _ 64 

Fatal Fury . 68 * § 

Imperium .. 72 

Gun Force _ 76 
















































‘Nintendo’, ‘NES’, 'Super NES’ and 'Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 
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I tell you what, we don’t half put ourselves on the line here, I mean you 
try asserting yourself through ten rounds of heavyweight boxing then 
nailing leather with the Yankees and to cap your morning off clash hel¬ 
mets with the best Gridiron has to offer. 

It’s hard hard work, but at least we don’t have to have a shower before 
hometime. So we have it tough, and it was reflection of this state of purgatory that 
brought an agonising groan when NHLPA Hockey hit the desk, all wrapped up in it’s 
protective padding. 

Ice hockey is not quite what I expected, I once went to a ‘clash’ and was deeply 
shocked at what I saw, these were grown men and they wore a lot of protective 
padding. Now most American sports require the use of padding in one form or 
another, and anyone will tell you they don’t 
need it, after all they are just a bunch girls. 

In this game though, you need it - not real¬ 
ly because the game is tough (though it is) 
but because people on the opposite team 
want to hit you and turn you into pulp even 
when you haven’t got the ball. 
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TERIIT ROSTER 
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i am GoinG to kill you 

Now wouldn’t it be jolly fun if you could kick the crap out of the 
opposition - off the puck? Well you can. To be honest I thought 
this might be a tame feature in the game, you know maybe the odd 
nudge or a trip or two, but I was wrong, sadly wrong as I was 
about to discover not more than a few minutes into the period. 

An innocent pass to the skater on my right lead to an obvious 
misunderstanding that could only be resolved by physical means 
and boy was it good. The joypad reverted to battle mode and I 
could deliver (and receive) body blows, uppercuts and hold on to 
my opponent for all I was worth. Still it did mean a short spell in 
the Sin Bin but who cares. Things got a bit out of hand when I soon realised there 
were only two members left on the ice and no goalie. 

One thing that always lets a sports simulation down is the control method, it 
really isn’t fun having to remember thousands of button combinations just to appear 
competent. Not in this case, hockey appears a simple game for simple folk so just 
remember - capture, pass and violent ‘special’ move. Easy. When you have lost the 
puck then all you need to remember is how to get it back, either tripping, hooking or 
a quick body check - not quite the gentleman’s guide to fair play, granted, but as I said 
earlier you do have the pads. 
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FULL mGTaL jaCKGT 

Every time I attempt to do those fancy stops and skate backwards with a mightier- 
than-thou attitude clearly expressed on my face I fall over. It’s embarrassing and has 
no chick cred at all, everyone laughs at you and a steward has to help you off the ice 
with “something in your eye”. 

Not now, forget those blubbing moments at the local rink and your inability to 
skim around braking records because now you are as graceful as Torvill and Dean, 
gliding around like you were born with skates attached to your soles and a stick graft¬ 
ed on shortly after toilet training. Now it’s a complicated old game is Ice hockey, I’m 

a time all was 


sure once upon 
quite simple but due to the 
inevitable spectator factor the 
game has been seriously altered 
to improve speed and effect of 
the game, in fact like me I’m sure 
most people only attend to wit¬ 
ness violence and possibly the 
spectacle of a stretcher case. It’s 
this expansion of the rules that 
means an explanation in the man¬ 
ual - a jolly welcome change as 
usually these American traditions 
come without any explanation at 
all. You simply have to work out 
what the hell they are on about, 
which isn’t as easy as it sounds 
when the names have absolutely 
no resemblance to the actions 
themselves. 


Potential situations 
like this might lead 
to the odd scuffle, 
you hope. 


With the action 
replay system you 
can review the finest 
moments, again and 
again and again. 
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verytime we get an American 
sports sim in we all run to the 
hills. A lot of the time these are a 


real pain ana ao nine 10 covey me excite¬ 
ment of the sport they represent. NHl^PA 

is one step closer, though not as close as 5 i IT 1 O R KifTane 
say NCAA Basketball. The features all work 
well enough to give you a laugh and the 

inclusion of the playable fight sequence is a nice little distraction. Ice Hockey has a 
long way to go in this country before its rules are easily understood and this will 
surely hinder this game** progress In the short: term you should be able to just 
pick up and play it but to get any lasting enjoyment your going to have to do some 
swotting. Not a bad effort but no stunner. * 


it TaKes TLUO BaBy 

Play is not only limited to yourself and the computer, far from it - further options are 
available to the average puck killer in the form of a split team function. Two people 
can now play as one team against a variety of opponents ranging from the downright 
inept to the best of the best. 

Splitting the tasks allows quicker responses and specific skills can be learned in 
individual area so at least you will be competent in the button bashing department. Of 
course not all of us have friends so the lonely and unpopular can “just practice” by 
playing teams in turn or entering tournaments, playoffs as the Yanks affectionately 
term it. I suppose there are “wild cards” present and the odd “lateral progressor for 
us all to look blank and wish we were educated in crazy yank jargon. 

Each team member gets hot and bothered on the ice and more prone to putting 
in a terrible performance so player management becomes an involved process, 
benching each player to revive the best in him. Should it all go right then a goal is 
rewarded by a flashing beacon and all your hardened ice warriors hug each other in a 
very special way - a heart warming specta¬ 
cle. Scoring does not end there, further 
jubilation can be obtained by accessing the 
replay menu for frame by frame humiliation. 


It’s all about balance you 
see, the skill in puck control 
is a fine art. hashing each 
to bits is just a secondary 
occupation. Honest. 
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DeaTH penaLTy 

Part and parcel of this loverly game is the 
total and mindless violence. Refereeing this 
patch of mayhem involves a pretty compli¬ 
cated set of rules to follow, here are the 
most common fouls and subsequently being 
caught means a trip to the penalty box. 

HOLDING: Illegally grabbing a player 
so he can't move. 

ROUGHING: Unnecessary roughness or causing injury. 

CHARGING: Slamming into another player after two or more deliberate strides in 
his direction. 

INTERFERENCE: This is called when a player interferes with the goalie, this is a 
great way to start a fight but keep in mind the consequences...then again. 

TRIPPING: Intentionally tripping the puck carrier. 


moi/e like ROBin cousins 

So how exactly do you control players who are skating around just to stay on their 
feet? Well it is quite easy, there is no need for joystick waggling or button pulsing just 
simply point your man with the star around him and let him skate merrily on. 

Turning and passing is no problem, the players shift attitudes and stick handling 
automatically so you are guaranteed a certain degree of accuracy in the moves. Your 
options during possession are simple: pass or shoot, shooting from afar merely gives 

away the puck so careful passing and setting 
up around the goal mouth helps. The goalie 
is computer controlled until the puck is 
either ricocheting off him or extremely 
near, when the control allows for spectacu¬ 
lar saves and catches. 

Face offs are frequent, normally due to 
infringements of the modified rules so be 
prepared to gain and loose ground in the 
blink of an eye. Winning a drop is a matter 
of timing and some luck, the ref is shown 
picture in picture throwing the puck down 
at your feet so stick up and spray ice. 
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Scoring is a joyous 
occasion the little light 
comes on and everyone 
cheers. Shame it wasn't 
me though. 




m ega Drive owners enjoyed this 
one and you can too, though 
don’t expect a wonderful 

graphic and playability explosion. To be - 

frank there is not a lot going on tp 

stretch the SNES to its limits here, the 5 t e 1/ G 3 thGTt Oil 
characters are small and not that accu¬ 
rately drawn so the scrolling appears to 
suffer. One thing that really got my 
back up was the way the puck became 
capable of these Paul Daniel’s tricks - 
disappearing from one computer player 
to the next by a means Star Trek would 
be proud of. I’m sure the ayerag* 

American puck pusher is incapable of 
demateriafising his puck and making it 
reappear right in front of the goal 
mouth at anytime he pleases. Sound has 
been reduced to the effects found only 
in your local swimming baths, that is 
that indescribable sort of muffled 

sqeaks and screams that come froth no apparent direction. The organ fanfares don't 
do much for the atmosphere as in countless American sports sims, so don't expect 
any lumps in the throat while on the attack. Shame the graphics were so jerky too, 
still at least you will feel at home on the Mega Drive version. 
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H ey! It’s Mickey, Mickey Mouse. d 

You know, that little bloke 
with the big ears and the stu- ^ 

pid voice. Well look, I’m sorry to shat- 
ter anyone’s illusions about Mickey r 1 
Mouse, but let’s face it, he’s a bit poor. I 
mean really, he’s always really wholesome 
and he never blows anyone up. I \ 

mean, take Jerry (out of Tom and ^ 

Jerry), now he was a real mouse. He 
spent his whole life blowing things up 
and setting fire to Tom. Mickey Mouse ^ 
says things like, “Ooh, Pluto, let’s all ( 

have some ice cream.” Very dramatic, I ^- V^C 

don’t think. ^— 

Anyway. Mickey is on a quest. I’m not terribly 
sure about the details because it’s all in Japanese, but it proba- 
bly has something to do with this bad 
I I ghost dude type thing. Mickey has to 

1 I make his way through five different 

I lands, each filled with creepy new haz- 

l ards. You ’N f ,n< ^ g hosts ’ y° u ’N f ,ncl g°b" 

I *‘ ns anc ^ its not sur P r ’ sin g as this g ame 

was programmed by exactly the same 
team who programmed Super Ghouls 
and Ghosts. So, it’s off into the forest 
^_/ XJjfy for a spot of (wholesome) fun. 


iwlviiri 


Mickey creeps care¬ 
fully along the slip¬ 
pery vines.Flying 
tomatoes don’t help. 


Coins drop from 
the sky and 
they’re worth a 
small fortune. 


This bemused 
old geezer will 
give you 
advice in 
somewhat 
useless 
Japanese. 
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Picking up the 
birds in the secret 
screen rewards 
you with a golden 
coin or two. 



l i i i 





SGCR6T? UJHaT SGCRGT? 

As with every good game, there are a fair old load of 
secret features to be found. Most secret of all though, are the 
secret bonus levels. If you take the obvious and logical route 
through a level then you’ll never find them. Stray from the 
beaten path just a little though and you may find something a 
little special. 

Should you spot a large grid of bricks, say nine or more, 
try bashing through them with a weapon, or picking them up 
and throwing them. If you’re lucky, you may come across a 
secret door. Nip 





through it and 
you’ll find a secret 
screen. In here, 
there will be a big 
Mickey block and 
a couple of little 
birds. Pull the 
brick to reveal 
mystery goodies 
and wake the 
birds for a load of 


— 


THE SECRET OF NY SUCCESS 

This is the stuff you need to collect in 
order to make real progress. 






HeaRT to HeaRT 

Mickey’s energy is measured using 
hearts. You start with four of these 
babies and every impact with 
a nasty removes one. When 
they’re all gone, it’s curtains 
for Mickey. You lose a life and 
you have to begin again from 
an inconvenient restart point. 

It’s not as bad as it 
sounds. You can pick up 
replacement hearts all over 
the place to boost your flag¬ 
ging life force. For super space 
heroes, it’s possible to find 
the special sparkly hearts, the 
weird ones which increase the 
actual heart capacity. You can 
boost these up to a maximum 
of eight! These are very rare 
and top secret, so we’re not 
telling any more than that. 




111111 , 


Hearts help boost your ener¬ 
gy level and a clump like this 
will top you up completely. 

A big heart boosts your ener¬ 
gy straight to the top while a 
small one adds a single unit. 

A lamp restores Mickey’s 
magical abilities when he's 
wearing the magician cossie. 

Fireman Mickey needs these 
fire hydrants to fill up his 
water supply. 




One of these will top up your 
magic levels by fifty percent, 
almost useless. 


Just as useless is the fifty per¬ 
cent water bonus. There’s 
plenty just lying around. 



Jump on this b ad 
guy's head to rid 
the world (tem¬ 
porarily) of his od 
ous and unwel¬ 
come presence. 



BLOCKmama 

There are three different types of 
block in Mickey Mouse and all of them 
are very useful. The yellow blocks can 
be picked up (or destroyed) 
often revealing bonus coins. 

When you’re holding a block, 
it can be thrown at bad guys, 
turning into a fireball as you 
release it. 

The red blocks are even 
more groovy. These can be picked up 
and thrown, just like the yellow ones, 
but instead of vanishing 
completely, they regener¬ 
ate after a couple of sec¬ 
onds and can be used 
again and again. Very 
handy for sorting out 
those nasty bad guys. 

Weird and at first 
mysterious, are the grey 
blocks. These seem to 
serve no purpose at all, but you 
can in fact move these using one 
of Mickey’s costumes, but we 
won’t tell you which one, it might 
spoil it for you. Learning how 
best to use blocks is essential. 
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POW! A massive blast of 
raw magic sears through 
the air, destroying zilch. 

What a waste. 


magic ring, a 
golden shower 
will fall on him. 


maoc mcKey 

As you progress through the game, you will receive new costumes. These 
costumes endow you with new and important abilities and here, the 
genius of the game hinges. The first cossie you receive, is the magician 
outfit. Mickey is adorned in all kinds of Persian splendour, big turban, 
daft cape and loads of glittery bits. 

The first thing you’ll notice about your new abilities, is that 
you can fire a little bolt of sparkling magic from your fingertip. 
This magic will at least hurt and at most destroy the bad guys. You 
can power up the magic beam, much like R-Type, by holding down 
* the fire button. Mickey’s finger will begin to glow, sparkle 
and if you let go, a massive beam of raw power will rip 
through the air. This causes a great deal of grief to 
most bad guys and is especially useful when sorting 
out certain end of level nasties. The magician costume 
also allows you to ride on magic carpets. 


mounTain mcicey 

The last costume Mickey receives, is the mountaineer’s 
outfit. This rather fetching green number leaves Mickey looking 
like a big-eared reject from a Robin Hood audition. Apart from 
looking a bit daft, Mickey now finds himself able to climb all 
over the place using a grappling hook. You can fire this 
hook in any direction you please, but it will only grip 
rough rock or blocks. 

There are also circular stones from which you 
can swing backwards and forwards. These will often 
allow you to cross chasms and ravines. Hardest of all 
though, is figuring out how to bump off baddies with 
this technique. A bird at the end of one level causes a lot 
of problems until you dis¬ 
cover one of the grap¬ 
pling hook’s abilities. It’s 
easily the most annoy¬ 
ing costume of the lot 
but again, it adds variety. 
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One emack from his 
beefy mallet and it’s 
all over for poor old 
Mickey. Keep moving 
and you’ll be fine. 




they’re not the smoothest, but thj 

quality of design is jaw-dropping. It Prank O’Connor 
looks, to all intents and purposes, bet¬ 
ter and more detailed than the Mickey 
cartoons. The main sprites are stunning. 

Beautiful animation, no matter which 
costume he wears. Watch the expres¬ 
sion on his face change, watch the way 
he walks, the way he stops. It’s all so 
perfect. Perfection is almost attained by 
the music. It suits the game better than 
any soundtrack we’ve heard. It’s almost 
cinematic in quality and highly enter¬ 
taining. The gameplay is faultless. 

Mickey does just what you tell him to 
and he does it well. The level of difficul¬ 
ty is just right, a little progress every 
time you play. Unless you play it On easy level. Easy level must have been designed 
with a special kind of stupid in mind. If you play on easy level (and use continues) 
you’ll finish it in a day. If you don’t play it on easy level and you don’t use loads of 
continues, then this is one of the best Super Nintendo games so far and one of the 
best character licences ever. 


BacxDRaFT micxey 

After a while, you’ll be endowed with fireman status. You receive a costume and a 
hose. An energy bar shows how much water you have left. This water can be replen¬ 
ished throughout the levels when you collect a little fire hydrant icon. The water isn t 
really all that destructive. If a bad guy is on fire, or indeed made of fire, then the water 
may destroy him. Some platforms catch fire and have to be 
doused before you can use them. 

The water’s real advantage is that it can move 
things. You can hit baddies and push them over 
the edges of platforms and ravines, heh, heh, very 
handy. Certain platforms can also be moved, the 
grey ones to be specific. Moving some of these 
allows you to reach those difficult ledges. Some 
statues have to be moved to allow progress 
through a level and it can take a while to figure it 
out. Clues are scattered throughout levels where 
certain costumes are needed. If you need to use 
Fireman Mickey, there’s sure to be a hydrant 
icon nearby. 


P arty hearty dudes! This popped 
into'the office and there was 
chaos. Crowds of sad Mickey 
fans huddled around the monitor and 
refused to leave until it was time to go 
home. I eventually managed to get a go 
and I was massively impressed. The 
•graphics are as close to perfect as the 
Super Nintendo will allow and you’d 
have to be a special kind of stupid to 
pass this one up. Capcom come up with 
the goods time and time again and this 
g^me is no exception. An all time clas¬ 
sic if ever there was one. 
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This stereotype 
Scottish chap 
gives advice on 
fighter tactics. 


finn IT. TRflHH. 

Enyo systen, dateline 2b5H.110 
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You rooKies'il be flying uith experienced 
pilots on your first missions. 


fMue Angel squadron had first patrol. You 
Kilter flees have the next shift. 


I n a Galaxy far far away man is 
having a few problems again so 
on with the space suit, pack your 
ray gun and head for the stars as 
the future of mankind rests firmly 
in your hands etc. etc. 

The game begins on the mother 
ship, the TCS Tigers Claw which has 
been salvaged from some serious combat 
with the Kilrathi some months before. 

These Kilrathi beings have ideas well 
above their alien status as they are 
determined to conquer mankind no mat¬ 
ter what, being a vicious catlike set of 
people this probably comes as no surprise to the rest of the 
galaxy but to the rookie space cadet this is serious business. 

The game begins on your mother ship and on board you 
can move from room to room to learn about both the people 
you will be fighting with and the missions you will be facing. 
Talking to these comrades in arms you are aware of one thing, 
they seem to inflate the truth slightly, that is they talk out of 
their backsides a bit, they throw some porkies. Still at least you 
can review their past efforts in the field by checking out the 
awards and ribbons adorning the locker room. 


GReen berets 

You can choose any of four ships to save mankind, each ship 
has roughly the same layout inside but externally is very differ¬ 
ent. The handling of the ship is different too, turning radius and 
all that stuff. To get anywhere in this game you do need to have 
some instrumentation skills, these mean that at least you have a 
rough idea of what is going on all around you during the frenzy 

The radar display is the one you probably are going to be 
staring at for the duration of any combat sequence. As men¬ 
tioned earlier it shows a wrap around view of the space around you, the flashing dots 
represent the enemy fighters and manoeuvring them into the centre circle puts them 
directly in front of you - so fire. Ships and objects are colour coded, Blue is your own 
team, red is the opposition, white diamonds and squares are Beacons or Capital Ships. 

During battle the sky does get a tad crowded so don’t shoot the wrong one or 
you will have some serious explaining to do back in debriefing, assuming you survive 
that long of course. Moving along the cockpit there are also shield status indicators, 
fuel gauge, speedo and how over-cooked the lasers are. Don’t forget the all important 
eject warning which lights up when things get a bit serious, nice choice of options, fry 
in the cockpit or just suffocate in the inky vacuum of space. 






rs. 


■ 


West Yarks 


hr sipplytii tie 


review cirtrMie 


0532 500445 
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GIRL GLIDES 

There are five types of missions for you to achieve, 

DEFEND: this involves the protection of a stationary object, like a base or a 
ship. You basically remain a certain distance from it and when enemies penetrate an 
exclusion zone you give them what for. 

ESCORT: same as the above really, only the ship or object is moving. Same 
rules apply don’t brake off or engage unless provoked. 

INTERCEPT: probably the most dangerous of all assignments, you are sent to 
a hot spot and things get really out of hand with some serious combat to achieve. 

PATROL: put yourself up for an award by flying through some unsecured space 
and decide on its future, some good advise is to think twice! 

STRIKE: Head into enemy territory and strike at a target quick before running 
for home real fast. Use of teamwork is essential here as there is not rpuch chance of 
you achieving this alone. 

Assuming that you have managed to achieve a few of your objectives you will be 
cleared to land on returning to the Tigers Claw. Landing is automatic, taking you 
straight to the debriefing where the performance is rated by Colonel Halcyon in no 
uncertain words. 


I m not usually 
conscious at this 
time, so flying a 
fighter might prove 
a tad tricky. 






mission Briefing, 
pysten, 0b:00 hours, 2b5H.N0. 


uiiriG 



Dl/LC 

Fighting isn’t just a case of dropping in 
and scattering fire in all directions, 
although it sometimes ends up like that. 
No indeed, you are expected to have a 
small amount of tactical advantage 
tucked up your sleeve and learnt by 
reading the small section near the back 
of the manual which covers some pretty 
extravagant sounding life-savers. These 
range from the hand brake turn to the 
sit ’n’ spin which involves putting your¬ 
self on the line as a target then pop¬ 
ping out of the way at the right 
moment. Yeah right. 

Now all this sitting around and 
getting some alien abuse doesn’t mean 
you are without some serious weapons 
to throw back. Under your wings, 
(Wings? What with no air and all that? 
Why?) are some deadly missiles to play 
with, these are guaranteed to put out 
someone’s eye by homing in on various 
trails they leave. Then bang. 
Ho Ho. 


commanDER 
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aLL for one 

As mentioned earlier you are not alone in cadet school as there are other rejects that 
have taken the oath to defend their birthright, they all have serious background prob¬ 
lems that need ironing out by therapy or genocide. Your eight strong team has a two 
to six ratio of men to women, each has a different battle plan when faced with the 
onslaught so keep this in mind as some are a tad unreliable. As for the enemy well, 
this little bunch have little or no morals when it comes down to it so blast first and 
ask questions later or expect to eat proton laser for lunch. 

The enemy will nearly always attack in formation, after seeing you they will break 
off into pairs, copy their movements by braking your formation and at least you have a 
fighting chance at getting a shot in. The main cockpit display supplies you with the 
cross-hairs to aim the selected weapon. Also up is down and all that, pretty annoying, 

but true to real-time space so I’m told. 
Anyway the cockpit is a bit cluttered with 
your hand taking up prime position between 
your legs - again this is true to real time 
space - so I’m told. 
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Eeek! All very well but don't tell 
my manager about this ! 


mWm* 

FareueH, TROHK. You’ll be missed 

S eems a direct conversion of the 
PC and in my opinion suffers for 
it. The chunky graphics are quite 
pleasant but on close inspection when 
they attack it all goes a bit blurred so 
accurate targeting is difficult. It’s all far 5 t G 1/ G SthGTt OR 
too fast as well, even the simulator 
runs at a stupid speed, only advantage 
to using it is to practice being killed in 
a respectable manner. Still at least 
every craft can be simulated so you will 
feel a bit more at home in the cramped 
cockpit of each design. PC owners no 
doubt will notice the odd bit missing in 
the sequences but as far as I’m con¬ 
cerned it is the same, not an Elite and 
not a classic. The missions are interest¬ 
ing in the early stages but soon get a 
bit boring as you don’t really get to do 
anything really really exciting with your 
ace flying saucer, I mean after all this 
training you would expect a dead big important mission to sharpen your deadly 
combat skills on. Now I wish Elite would hurry up and appear now... 


Frank O'Connor 


T he PC version of this game was 
such S massive hit and such a 
huge and complex game that 
nobody held out much hope for the 
Super Nintendo version. Happily 
though, it’s near enough identical. The 
graphics are stunning, the music 
■atmospheric and the presentation with¬ 
out equal. The problem is that it’s just 
too hard. The gameplay is basically 
very simple, but so fast and furious 
that it’s hard enough just keeping 
tt;ack of what’s going on. Full marks for 
an ace conversion though. 


special, forces 

The ship is split into rooms and travelling from room to room 
lets you see each part of your mission or just relax or maybe 
take in a simulation or two. Frightening little concept this, I 
mean a simulator in a simulator and all that, still at least it 
allows a bit of ‘off the record’ practice. 

Once versed in the complexities of ship control - and 
they are complex believe me - then its time 
to do it all for real. The briefing room 
takes you through the basics of the 
mission and selects your team 
mates who are going to be coming 
along as either wing men or 
escort. Once totally briefed and 
ready for action you are installed 
firmly into the cockpit with no 
parachute and ejected uncere¬ 
moniously into space. Eeek. 

Once cruising the Stella 
waves time to review the mission 
and hit the burners towards your 
destination. As soon as any ene¬ 
mies come within range then the 
radar screen will show them up as 
red dots, their position relates to a 
360 degree perspective. Two options 
present themselves to you now, 
either engage or make a hasty call 
on the ships communication sys¬ 
tem to get some much 
needed help. 
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AVAILABLE FOR BOTH NINTENDO SNES AND SEGA MEGADRIVE 


8-Direction thumb control 

Autofire 

Slow motion 


Multiple fire buttons 
See thru casing 
Rapid fire mode 


SUGGESTED RETAIL PRICE £1699 INC- VAT. 


Another winning product from 


Available from 

BEATTIES • BOOTS • CURRY'S • DIXONS • FUTURE ZONE • GAME • 
HMV • W.H.SMITFI • TANDY • VIRGIN • and all the Best Computer Shops 
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G rand Master Kang Suh Chong once said,“One must 
climb the mountain in order to determine the height of 
Heaven and one must search himself that he might find 
the way to reach it.” It is quite obvious that Grand Master Kang 
Suh Chong was on drugs at the time. 

The manual that comes with Best of the Best Karate doesn’t half 
contain a load of old guff. It claims that Karate was developed very 
recently, although ten minutes research revealed that modern forms of 
Karate are nearly identical to those practiced four hundred years ago. 

This manual also claims that the main objective of Karate is to knock the 
other fighter out. A further ten minutes research revealed that the 
object of Karate is to defend yourself or score points. Only one major Karate style 
requires a knockout to secure real victory. Kyokushinkai. In its favour, Kyokushinkai is 
enormously entertaining to watch, with some incredibly dangerous blokes knocking 
each other about at high speed and with incredible precision. We shall assume then, 
that this is 
the Karate style 
that the manual 
refers to, although 
our suspicions lie 
elsewhere. 


BEST OF 


CHampionsHiP 



Karate, like any sport, requires intense training. Training in a 
martial art, probably more than any other pursuit, requires a 
perfect balance of mind and body. 

This is reflected in the game’s training section. You can 
take your selected fighter and drag him off to a gym for an 
intensive workout. You can increase your abilities in a number 
of ways. In order to build up strength, you must do a spot of 
bag work. On screen, this translates to frantic button pressing 
in order to hit the bag as fast as you can. To hone reflexes, you 
must use the kick pad. This is a foam filled pad on a post which 
changes position. You improve reflexes, actual and theoretical, 
by timing and aiming your strikes correctly. Sparring with a 
^ computer controlled partner can 
Wm improve your skills but is especially 

j mi useful for stamina and resistance. A 
r \ good performance against a sparring 

partner means you are less likely to 
lose in a real match. 


As with all 
martial arts, a 
good defence 
means a good 
attack. 


i Just look at those 
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1 moves! This is just a 
1 small selection! 
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THG_ BEST 




thg KumiTe 



So you have trained hard. You know the secrets of the Orient 
and you are at one with nature. So when do you get to kick 
someone’s head in? Well, one of the more attractive features 
of Best of the Best Karate, is the Kumite. This is based on a 
real life contest, largely fought in the Far East. Kumite is a bat¬ 
tle, man against man. 

Hong Kong is the home of the most notorious Kumite, 
these are largely illegal and generate massive gambling revenue. 
Best of the Best Karate has a smart Kumite option: when 
selected, you zoom off to 
a shady basement some¬ 
where in Kowloon. The 
place is crowded with 
sweaty gambling types, all 
betting vast sums of 
money on the event. You 
fight as normal, although 
the objective is a clean 
knockout rather than a 
points victory. 



... . 

.. . | 


Seconds out, round one! 
The referee makes sure 
that you both bow and 
behave before the start 
of the match. What a 
gentleman! 


Type casT 

On the main option screen, you can select an unusual customi¬ 
sation mode. This screen allows you to change the physical 
type of your fighter though the characters share approximately 
the same build. However, there are subtle and important differ¬ 
ences between the characters available. They vary in strength, 
stamina and speed and choosing the correct fighter is probably 
the most important aspect of the game. It may sound like a 
simple choice, but it won’t take you long to realise that you 
may prefer speed over power, or reflex over stamina. 

Although these characteristics can be honed in the training 
screens, it helps to start with a good, balanced fighter in the 
first place. You can also change the appearance of your fighter, 
flicking through a reasonably large selection of ugly blokes. 
They’re all French, so none of them have shaved and they all 
have rather silly goatee beards. 
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THE LORD 
MAT AHABE 


Look at all those 
lovely, shiny medals. 
That’s all you get for 
getting punched in 
the face. 


I’m not terribly sure why 
she’s holding up a picture 
of a box. Could she be the 
Milk Tray babe? 


KUN 


COGNEUR 

SIMPSON 


maTCH up 

Obviously the main purpose of all this training is to fight. The 
game is based on real tournament Karate matches and these 
take place in a boxing ring. This means you are limited in space. 
Karate fighters move around a lot more than boxers and as 
you can imagine, a spectacular kick ^ 
can cover a lot of distance in a very 
short time. This makes the ring 

somewhat claustrophobic and you’ll PR I S 

soon find yourself up against the 
ropes. The progression you make 
through the tournament is present¬ 
ed in a flow chart at the start of 
each match. Fighters are eliminated 

one by one until only two remain. JpgpSBE 

These two will battle it out for the pPI^ ^^ ~~ '" 

championship. The winner, is the 
Best of the Best, the world’s num¬ 
ber one head kicker-in. Nice work if 
you can 


panza exTRai/aGanza 

If this game looks more than a little familiar, there is a very 
good reason. It’s based on Panza Kick Boxing, an old Amiga 
classic and perhaps one of the best Martial Arts games ever. As 
a game, it involves a remarkably complex 
system of fighting. There are over a hun¬ 
dred different moves available although 
each fighter can only use a few at a time. 

The moves often vary in very subtle 
ways and so it may seem like there are 
relatively few. Once mastered though, 
you’ll realise that the different kicks and 
punches turn what could have been a 
simple basher, into an involving and 
addictive challenge. The character of 
Andre Panza has been lost in the transla¬ 
tion and it’s just as well because he 
hasn’t won a tournament for years, he’s 
actually a French kickboxer who had his 
name tagged onto the game when he 
was famous. 
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game that I nipped out and 

stomped on my BMX. It’s a really ’ SimOR Kirrane 
fun game to play and will have you 
howling when you play against a 

pal. I even enjoyed this on the ST so you can imagine w^at I think of it on the mag¬ 
nificent SNES. Graphics are great, gameplay is mesmeric and the sound is very plea¬ 
surable. Every time you get a good hit on your'opponent you hear something like a 
41b steak hitting a desk and the guy who’s been hit says ‘whoosh chgurkYvery sat¬ 
isfying. This is one of the best one on one bea^ ’em ups I’ve played/ 


Although these two 
look like lovers, it’s 
actually a very 
serious matter. 
Who’ll back off first? 


a lthough this game looks a bit j^***#**^ _ 

poor, you’d be a fool to miss it. iiirtn # 

The graphics are massively a p *^**^ 4 * 

repetitive and a few nice backgrounds 
wouldn’t have gone amiss. The training 

section and Kumite do add a touch of F f 3 R k O ' C O R R O f 
l variety to the proceedings, but it’s the 
I main game that holds the real interest, 
j It is deep, there are so many options | 
l available and so many siibtle differences 
between fighters. There are lots of con¬ 
trols to get to grips with and the whole 
thing is a lot more fluid than 
| Streetfighter II. That’s not to say it’« 
j better. The two gaes are quite different. 

■ Best of the Best is a true simulator. The 
[ timing, reflexes and strategies required 
I are similar to those used in real life 
Karate. The graphics do their job well 
I enough, but with little flair or style, the 
sound is adequate at best but the 

gameplay is excellent. It is hard, ft takes lots and lots of practice, but believe us 
when we say that it all pays off. An excellent game and possibly a classic. 
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fingers on the button. 


T hings are looking dire and deeply embarrassing for good old 
mankind. It all began when Earth launched a united space force: 
the Imperial Earth Army out beyond the solar system. Eventually, 
this army formed a powerful dictatorship that used Bio-Cyborg machines 
to dominate and oppress society. But recently a group of freedom fighters 
broke loose and developed a method of capturing and controlling the Bio- 
Cyborgs. Now a battle for control of all humankind is blazing in space. 

Recently I watched four complete 
episodes of The Prisoner on Channel 4. After 
this torture and complete mind scrambling 
experience the above appears to make per¬ 
fect sense and no doubt lead to me reading a 
lot more into the above than I’m sure was 
originally intended. Did the programmers 
realise the Marxist psuedo comparison to the 
Fiscal policies of the environmental fluctua¬ 
tions? Did the sheer complexity of the inver¬ 
sion mean a total role reversal within the 
hierarchy of command? 




somewHGRe oi/gr thg RainBow 


The description in the operatic introduction to the game might suggest some radical 
way of presenting the saviour of the galaxy in his mightier-than-a-planet craft. Nope. 
Tradition suggests to our humble programmers a small, sort of defender type craft 

_ that has those little blue cockpits only 

' • found in Japanese cartoons. Things are 

looking up though as not only do you get 
> to drive a little obscure pea-shooter but 

-r when you fire a Tranquilander at a Bio- 

Cyborg you freeze it, leaving it free for 
r you to use - until you’re shot. Quick is 

* the operative word here as some of the 
• ^ crafts you inherit are a tad quick in the 

VV plasma conversion department so watch 

' So 0 f° r humorous rendezvous with walls, 

' asteroids and any other less than 

You would think that the state of 
the art appliance you are currently saving 
IH mankind with would have a half decent 
like NECROMANCER or DRAG- 


name, 

ON FIRE but no, indeed your powerful metallic saviour is called Garland. As in Judy. 
As in...well something awesome just about refuses to come to mind. Nevertheless you 
really are quite a handful and those bad guys had better watch their butts! 


Clad only in a tight, 
but supportive jacket 
you power your way 
straight into peril. 


j mmn lullojI 


JUiiirt t fitt 

ituuu 
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FOLLOW FOLLOW THE yELLOW BRICK 

Your path to ultimate freedom involves conquering some pretty special scenery and 
inhabiting the landscape are a variety of object d’art which are hell bent on your 
demise. Some of these can be inhabited by Garland some just simply reduced to dust 
before you are made into powder. No power-up items are present in the game, so a 
careful choice of Tranquilander targeting is needed to progress. 

There are five action packed stages, each stage has a middle and end boss which 
takes on an almost baffling appear¬ 
ance that had me puzzled for some 
time. The one that had me for quite 
a while was the Strike It Lucky sce¬ 
nario whereby a ‘Hot spot’ duly 
appeared surrounded by serious 
gun emplacements and you had to 
shoot it till it died. Even the music 
and sound effects are remarkably 
similar - I don’t think that was the 
intention though, I mean old 
Michael Barrymore ain’t what I call 
a death by horrible means icon. On 
second thoughts nor is the word 
Garland likely to chill your soul. 

Once you are firmly within the 
cockpit of your chosen craft there 
are a few degrees of firepower at your disposal, after all just spitting pips at them will 
hardly help so not only are you powered with the alien shots but what was once your 
Tranquilander becomes a super duper fear invoking death ray. 


When you are using the 
Tranquilander on your 
prospective target make 
sure you haven't shot at it 
first, this is real important as 
every time your bullets make 
contact you weaken the 
power of the machine. You 
will need all the power you 
can get and as always it is 
your shot power and 
spread that suffers first. 


>»« 


& 


Although it all looks like you 
made a wron^ turning, in fact it 
is possible to pass through 
unhurt as only the central part 
of the craft is vulnerable. 


One fatal move in this traffic 
and you become a insignificant 
fragment floating peacefully 
on'Navd for ever and ever. 
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Powering your way surely 
through the hi-tech enviro- 
mentyou are blissfully 
unaware that someone might 
be watching you. 


THGRG’S no PLaCG UKG HOJTIG 

The more enemies you lay to rest the higher the score becomes, (no! really?) and 
subsequently the closer you get to eliminating the Imperial Army. You only have three 
Garlands to defeat the entire stock of Bio-Cyborgs, each time you are hit it’s bye bye 
to one Garland and a cheery hello to oblivion. Now don’t go thinking everything that 
moves against you can be hijacked as this simply is not the case because, as it says in 
the Halford’s guide to interstellar hatchbacks - the design has not quite been perfect¬ 
ed and a limit of seven victims has been invoked. Learning exactly what can be done 
with these units is the key, their firepower being the key to getting anywhere with the 
more demanding menaces. 

Like all shoot ’em ups that have a high ‘look what I’ve just killed’ factor the good 
old percentage indicator keeps cropping up, this is based „■ L , , ,, j 

on how many nasty nasty world dominators are present 
in each level to how many you actually managed to dis- 
suade from existence. When a Boss rears its ugly head 
the countdown begins, as time passes so does your 
potential score so it goes without saying the faster you 
are the more lovely points are thrust at you. 


Inhabiting the various 
other crafts means 
more and more firepower 
to play with. 


assess 


&L*1 iiiV 

\ W * 


Frank O’Connor 


■ ■ ■ell, well, well. Yet another hot 
■ new horizontal blaster from 
^Bvjapan. It’s just a shame that 
this genre constantly produces tedious, 
unoriginal twaddle. Piatform games, 
adventures and even puzzle games 
have improved and evolved over the 
•years. Why then, do blasters always use 
exactly the same style and content? 
Blazeon is no exception. It’s identical 
to almost everything else in its league. 
Lots of weapons, pretty graphics and 
npthing else at all to reccomend it. Not 
totally bad, but not very good. 


It is pot luck where 


the gun will appear, 


chances are it will be 


behind you though. 

**’"'’'* . 


jr 


✓ 
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So what is it all about then? Well stage one is a basic training 
environment with this weird docking bay at the end, the boss is 
hammered by a constant barrage of laser fire. Stage two and 
things start to hot up and a very silly name accompanies the 
action. ‘Battleship Guanols’ involves extensive use of the Bio- 
Cyborg transfer skill and ends with some downright frantic 
action near the battleship itself. Further levels bring you 
towards the final confrontation at the Amos base where things 
are really out of hand, requiring navigation through intestine¬ 
like passages to the final countdown to disaster. (Thunderbird 
references are go) 

A few obvious touches don’t half give the 
game away I mean these bad guys give away 
their weaknesses like no tomorrow with the 
all apparent glowing blue window that just 
invites semi-accurate laser fire. Keep slogging 
away around here and watch that baby burn. 

Rumour has it that this whole action 
packed piece of barbecuing is based on or will 
be based around a full cartoon series, hardly 
surprises you really does it? I mean the plot 
rings home a bit suddenly. What with Earth in 
terrible terrible trouble and only one guy left 
holding the can. 





No asteroid is safe from 
propulsion as these innocent 
chunks of planet demonstrate. 


RELEASE HYPER-DR 1 


TO r MO«M<-RL_ OW • L 'EL r-IQDE TO □£ T 

□UT DF HARP 

SETT UR 3 DE3T !TWT 1 OCsL 1 IS BEiRL T 1 ME 

“ 1 . ~ “ 

mmM 
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m ore more more of the same. 
The SNES is a nice piece of kit 
and naturally enough lends 
itself nicely to this sort of game. It’s all 
there for the potential saviour of 
mankind, plenty to aim at and power 
ups, which I hate anyway have been 
removed in favour of actually occupying 
the machine you could use the most in 
the worst of battle. The ships you will 
inhabit are pretty powerful beasties but 
the size can be deceptive sometimes, 
with what looks like a minute gap that 
will end in your abrupt termination 
turning out to allow your passage 
through. Why? well it turns out that 
with the larger machines only certain 
central areas are vulnerable to contact 
so learn your machine! A pretty good 
cart but nothing new and exciting going 
on here for the avid fan of mayhem. 
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EVEN HORDKHEN'S 
CRSTLE NRS LEFT R 
PILE OF RUBBLE. 

TO SEE THE RUBBLE ,Y 


WHEN THE DRAGONS 


d 


L ong ago, even before your mum and dad were born, evil things 
stirred and the lands as we know them were not in perfect harmony 
or living in perpetual bliss. Throw away all thoughts of it all being a 
bed of roses (like your grandparents have misled you) Hovis might have 
been a year’s wages from the mill and even though they lived in a shoe box 
in the middle of road they were happy etc. etc. 

All was not happy. It so happens that the world as we know it was threatened by 
the four dragon kings who in their majesty control the forces of nature. A handy and 
somewhat devastating power to possess as between them they can summon the 
forces of Earth, Water, Air and Fire. But that’s not all - these evil little beings were 
busy stealing other people’s property in the form of the 
Drakkhen’s eight tears, gems to you and me, which represent 
the forces of magic. 

The dragon kings are tooled up in a serious way and to cap 
it all their bedroom antics have been just as successful in pro¬ 
ducing a prince and a princess each, making urmm eight royals. 

Being a royal means dead ace presents off your rich parents, so 
true to tradition each prince and princess has been given one of 
these eight tears. Trouble. It just so happens that your quest is 
to recover these eight gems, by any means possible. 


... r . 


Set out on the 
adventure of your 
lifetime, ahead lies 
your destiny etc. etc. 








FOURS a CROUJP 

The characters you control are not always visible on the 
screen, they will only come out to play either when you 
encounter enemies, you stumble upon a castle or building or 
you tell them to. 

Now having a bunch of potential killers at your beck and 
call begs for some serious management and to stop everyone 
doing their own thing you just select the leader who makes the 
necessary moves and the others follow. Don’t 
go thinking no one out there gives a damn about 
your whereabouts as there is a map option avail¬ 
able which includes a compass so you can con¬ 
stantly gauge your whereabouts. 

As I said earlier Drakkhen Island is not the 
nicest of areas to settle in, so be prepared for a 
tussle with the locals. Fighting is not always the 
answer and if diplomatic discussion fails you can 
run away. It is, after all, better to employ dam¬ 
age limitation than to stand and die in terrible 
confusion. Properly arming the characters 
proves a favourable option and having the best 
possible state-of-the-art chainmail no doubt 
moves mountains in the casualty department. 


I* 
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Once you have killed 
the enemy your 
reward is soon to 


Eveedropplng 
can be the only 
way of collecting 
information 
about this 
strange land you 
now inhabit. 


YOU 

306 


GOT 

JRDE 


Recovering each and every gem will ultimately break the dragon’s control of the uni¬ 
verse and on safe return to the Drakkhen will give all this power and control to the 
Drakkhen himself. All this seems straightforward enough and hey, many a game has 
been sold on this concept alone but there is more. Not everyone is bad, not everyone 
is out to get you so drop the paranoia and remember not to hack and slay at every¬ 
thing that moves. The sympathetic prince and princesses are only too happy to com¬ 
ply with any requests and their co-operation helps in the step by step approach you 
must take. 

Now don’t go wandering off trying to explore the entire land as a lack of experi¬ 
ence means a gruesome death at the hands of stronger and wiser enemies. Never 
enter castles unprepared and take heed of any information offered. Conquering the 
universe and saving everyone’s bacon should at least allow a company Sierra or some¬ 
thing but oh no, you have to wander around an island on foot. Now when I say you, I 
do mean you, sort of. You have four adventurers who each 
possess individual attributes of which your success 
depends. Each character must be trained and commanded 
to his specific tasks also his personal protection system or 
clothes to you and me will need upgrading to survive the 
impacts inflicted. 


- c, 


This tip probably applies to 
just about every RPG ever 
made. It's simple enough to 
do, but it requires a lot of 
patience. Make a map and 
make notes on your 
progress. If you get stuck 
later on in the game, the 
chances are that you have 
forgotten to do something 
early on. It can often be 
worth retracing your steps to 
see if you have missed any¬ 
thing. Failing that, cry a lot 
and ask your mum for help. 
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LUG SHaLL FIGHT THGITI OR THE BG3CHG5 

The Isle of Drakkhen is not a very nice place and you are there for the duration. It 
consists of mainly Ice, Marsh, Forest and Desert perfect habitat for those keepers of 
the gems mentioned earlier. In each territory you will find shrines, inns and various 
dwellings which might or might not offer any information to the seasoned traveller. 
Any information offered by the characters you meet is displayed in the dialogue box at 

the bottom of the screen, this flashes 
when they need to converse. General 
^ everyday contact and moving around the 
island certainly requires a degree of cau- 
\ tion and thus the displaying of the charac- 

; \ ter and weapon area is advisable. The weapon 

area shows exactly what chance you’ve got with 
IfejdP*' the enemy, a sword indicates the presence of a 

itr t weapon in your hand while the sceptre shows the 

fc'jl Jgl character to have magic. The MP number indicates 

7 magic points which will decrease with every spell cast. 

PfSk Luckily for you these soon replenish as time passes or 

/ ' lU f 77 ... ,, -p, 

i $^'§ y° u mana g e to acquire special items or spells. I he 

^ if character area shows the status of each adventurer, a 

quick reference to armour status or the HP or health 
points possessed. No quest is complete or worthy with¬ 
in out a leader, this being indicated by a red lamp below the 

character selected. 


Rats! Killed by an 
alligator again, still 
at least you will live 
to let others die for 
you another day. 


I f you enjoyed playing Drakkhen on 
the Amiga, PC et al, then you will 
have loads and loads of fun playing 
this. The graphics, sound and gameplay 
are absolutely identical. This isn’t at all 
typical of Super Nintendo RPGs and the 
weird mixture of polygon graphics and 
"standard stuff is very odd indeed. It all 
flows quickly enough and the puzzles 
are tough and involving. There’s a 
definite split in office opinion here. RPG 
fans love it, but arcadey dudes 
reckoned it was a bit dull. That’s the 
bottom line, RPG freaks will dig it. 


! RLRS!! THE DRRKKHEW 
j ISLRMDS SPRERD RND 

j DRRGONS FILL THE 

SKIES. TOWNS RND 


RLRS!! THE DRRKKHEN 
ISLRNDS SPRERD RND 
DRRGONS FILL THE 
SKIES. TOWNS RND 


The night draws in and still 
you have nowhere to stay. 
The hours of darkness are 
not the best times to be out 
and about I can tell you. 


Looks neat and tidy doesn't it? 
Well it is. The reason for this 
appears to be the lack of long 
stayng human inhabitants. 
Can’t think why though. 


YOU GOT 
4 11 JRDE 
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LERVE THIS LRND!! 
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oRDinance suRi/ey 

This old island is a pretty weird and wonderful place, not a bad 
venue for the equally weird and wonderful people that inhabit 
it. Weird people require homes, even on this plane of exis¬ 
tence and believe me when I say that the dwellings in this plane 
are a tad iffy I might just mean it. 

Access passes should be obtained for the Warp Zones: 
they allow teleportation to another part of the island, another 
part of the island with a Warp Zone actually and each port has 
a different destination. 

Should any of your members pop his clogs then a visit to 
the Anak Shrine will allow participating priests to heal or resur¬ 
rect members of the away team. Of 
course no island or community would 
be complete without an Inn, these jovial 
drinking houses are like something out 
of the Carlsberg advert and allow some¬ 
what strained conversations with the 
locals. Valuable information can be 
extracted here so don’t order a 
Diamond Blush for the local Warlock. 


-■ 

1 
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J ust another RPG? Well, yes but not 
the same cartoon cutesy figures 
this time, these warriors are real. 

They also die quite realistically too, 
no more spirals into the ground or 
disappearing off the edge of the world StGl/G 
with naff screams these people suffer 
and they suffer well. Don’t go thinking 
that life in the quest limits you to the 
default characters, far fi'om it as there 
is a nice feature to create your own % 
personalised warrior collection. The 
perspective is a nice change too - I 
don’t know about you but eyeing the 
action from about one hundred feet 
above proves a bit tiresome. This way 
at least you get all the nasty details 
right in front of your nose. Having all 
the flexibility of set up means almost 
total personlisation of the game. The 
puzzles are hard granted but at least 

not everyone is out to get you, strategic alliances mean easier battles and quest 
progression. I like it lots. 
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ell, I’m confused, I’ve 
lost my grip on reality. I 
no longer have my easy, 
mapped out plan of the world and 
all its workings. I’m trying to 
imagine what life was like 
before...but I’m just not getting 
any pictures. 

What’s happened? What has 
caused this massive upheaval in my 
sensibilities? What the hell am I going 
on about? I know, I popped out yester¬ 
day and watched Twin Peaks the 
movie and I still can’t work out what 
David Bowie was saying. Nope, that’s 
not it. OK then, I spent the whole 
weekend eating Sugar Puffs and drink¬ 
ing coffee and the sugar and caffeine 
combination has messed with my skull. 

Nah, I don’t think so. I know, I know 
I’ve just played John Madden’s ’93 and I 
no longer know who I am, yep that 
must be it. 

You are about enter a new dimension, a dimension of sight and sound and of 
loud Americans. Welcome to...The Twinkie Zone. 







HO 








The stadium hushes, the 
crowd s strain for a view 
of their favourite game. 
Pity you are fielding the 
team, capable of nothing 
but disaster. 


TTfiTFTTr 
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johh maDDen - Hes 
JUST THIS Guy 

Although from the way he looks in the game you 
might think that this chap is a juggler who’s 
lost his balls - it’s just not true. What this 
guy is, is a walking football legend turned / 
commentator - and what he doesn’t / 
know about American Football isn’t 
worth putting in a console game. 

In the world of American 
Football video games John Madden is 
God. His first conversion is 
renowned as one of the greatest 
ever to hit the streets. This is a 
revamp of that game and features all 
sorts of smart new things to grab 
you by the gonads and spin you 
around the room with. 

There are so many variables 
included in the game that it will take 
you half an hour to select everything 
you need before you play. There are 
seven game modes including all time 
greats and sudden death, four player 
modes including two player head to head, 
one player home or away and even a demo 
where you can watch the computer play 
with itself. There are even three types of field 
and four types of weather. If you think you’re 
going to be spoilt for choice, then you’d be correct. 


Oft 


he looks a bit oi/grujqght to me 

So how does a chubby individual become such a Guru in the American sporting 
world? That’s not really important but what is important is the fact that this humble 
individual has taken time out to produce a whole string of football sims and, hey, he’s 
done one for the SNES. 

First impressions seem to indicate not much of a change from the Mega Drive 
version, though watch out for the players falling off the screen during the intro. I kept 
insisting this really happened but nobody would believe me. Anyway, select your stadi¬ 
um, wind and pitch conditions, then decide on the heads or tails situation which 
determines whether you kick or receive the strangely shaped pig-skin object. 

Receiving the ball from the lofted kick off immediately has you reaching for the 
manual as, lo and behold, the buttons revert to the 101 combinations that nearly all 
American sims are so famous for. Needless to say my man promptly called an ‘audi¬ 
ble’, gave the ball to the opposition and ran the entire length of the pitch the wrong 
way. Huddled around the centre like a bunch of fourth formers having a quiet smoke 
the next play is hatched, should it be a fake or maybe a passing numero? Passing 
means a certain degree of 
skill, so casting aside any 
aversion to being crushed 
on receiving the ball, it was 
selected. The ball was 
‘hiked’ back and play began 
with the action being dis¬ 
played in a bewildering 
array of close-up screens. 

Luckily for my team the 
ball was received and a 
whole yard was registered. 


fa 


It’s snowing. In England it 
would be called off and 
we'd be watching snooker 
or an old Danny Kaye film. 
In America they play with 
a brightly coloured ball. 
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n ot much of a deviation from the 
Mega Drive version which is a real 
pity as the graphics and smooth¬ 
ness have suffered. Just about every aspect 
of the game has been covered hej*e. 

Exploiting the weaknesses of the team is 5 tei/e StheftOR 
easy to do with the performance statistics 
within the manual, pages and pages of 

mindless facts about shoe size etc. No doubt fans of the game will take immediately 
to this version because it assumes a certain amount of knowledge and the advanced 
features are well exploited. Not a classic game and it certainly shows. No doubt 
Madden fans will be seething at this remark but to be honest the lasting appeal is 
not there for me. 
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just ujHaT is GaTORaDe anyway? 

So I achieved a certain degree of credibility by advancing the precious yard. Hardly 
Super Bowl material but time for the traditional bathing in that funny coloured liquid 
they call Gatorade - funny old tradition that, I mean have you ever seen the expres¬ 
sion of the coache’s face? Hardly a look of warm consideration for his fellow team¬ 
mates eh? Anyway, back to the developments on the field. By now the wind has 
whipped up and it’s started to rain so traction appears to drop and the players appear 
more prone to dropping the ball. Perhaps a chink in the Madden Alltime Greats 
armour? Not really, it would appear that any problems have been exclusively assigned 
to my team and very soon it all goes 
horribly wrong for the college 
hopefuls. Just contemplating a move 
requires careful planning and atten¬ 
tion to detail. This attention can be 
found near the back of the manual 
where just about every statistic is 
displayed showing the opposition’s 
progress and achievements during 
the current and past seasons. So, if 
you are fan of statistics, then look 
no further. There is one way of 
stopping yourself from looking a 
prat, find a friend to play, and you 
will both progress. 


It’s a funny old 
game, it really is. I 
mean where else will 
you get such silly 
names as ‘fridge’? 


Huddling, line of scrim¬ 
mage, fakes, audibles and 
snapshots. Have these 
^Norde and more on the 
tip of your tongue for 
family and friends to 
enjoy. 
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he's DEFiniTELy cHUBBy you KnOUJ 

Americans, I don’t know what it is but every month I have to cope with Yanks. Last 
month it was NCAA Basketball, before that it was Combat Basketball - next month 
no doubt I’m going to have to contend with Goldie Hawn’s All American Shopping 
Spree (or some other sport of the ancients). 

I’m not a difficult man, I’m not what you’d call racist or even xenophobic. Indeed 
I am biased against my own beer swilling. Sky TV watching nation. Well I am most of 
the time... but you show me a Yank and I’ll do my nut! I have no idea what is going on 
in their minds. They invented hot dogs you know, they didn’t invent botulism though 




F ans of the genre...excuse me I jr v 

thought I was a game reviewer jfli | V 1 w 

for a minute there. Right, John ' 

Madden’s ’93, well he looks a lot 
younger to me (chortle). OK, here goes 

— I didn’t like it. There I’ve said it now, 5 j ppi O IT K i f f 3 n G 
I didn’t like it one bit, I’ve had more 
fun eating heated pins. Perhaps though, 
if I watched American Football every 
Sunday and had a favourite player 
called Biff Bickgherdftsivehoffberg who 
played for the Potemkin Pillocks then I 
might just like it...a bit. But I haven’t 
so I don’t. It’s confusing, frustrating and 
though I’m sure it more than adequate¬ 
ly simulates some aspects of American 
Football, ie Americans - it didn’t do 
anything for me. Now maybe you are 
thinking that this is a one sided review, 
well you are right, partly. This game 
was passed around the office and 

recieved a mixed welcome, even from fans of the ’game’ who openly confessed to 
confusing audibles with fakes. Like you do. The fact remains though that if you’re 
not going to stick with this game it’ll do your head in. 


^GRaSlCS... 

u somcs_73% 

iGamePLay......... 76% 

.asTaBiUTy....8i% 

M/eian_78% 






FGBRUaRy *93 

super acnon 




• 

Q 

IlH 

T 

III! 

o 


You ran over the 
line. You didn’t 
touch the ball on 
the ground but 
that’s not 
important now 
as it’s time to 
kick it. 


that was just natural progression. 

There are digitized pictures of 
Americans in this game. First off there’s 
John Madden himself and like I said he’s a 
ball-less juggler. Then (and this really gets 
my goat) there’s the crowd. After every 
move they appear like a pack of wild ani¬ 
mals either baying for blood or cheering you 
on, fists in the air, check shorts flapping - it 
looks like Disney footage of the Nurenburg 
rallies. There is also a Mexican Wave at the 
start of each game. Mexican Wave did I say? 
Listen pal there’s nothing Mexican about 
this wave, it’s a pure and unadulterated 
trash Yank manoeuvre. Yanks I hate ’em. 
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PLOVER 1 


The computer is an amazing 
thing, not only does it 
remember every single one 
of its own moves but it also 
remembers yours. Try not to 
repeat moves too many 
times. Not only does this 
lead to eventual blocking of 
your plays but later you will 
find interceptions and blitz 
plays used against you. Read 
the manual statistics and 
plan carefully leaving your¬ 
self more than one option 
open per situation. 


H3 
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So many dominoes! It 
can be really confusing 
at first but study the 
screen and you’ll figure it 
all out with ease. 


0fH0 


You set an unstoppable 

e>\/p'rt-’crz, in KH/n-fi/on 


H e’s small, he’s yellow and he’s not very danger¬ 
ous. This is the hero of Ocean’s latest Super 
Nintendo treat. Most games these days follow a 
tired old theme. Blow up an entire alien civilisation, 
rescue a princess from a castle, drive around a very big 
racing track. This game steps aside from all that and 
presents the player with a very strange challenge. In 
order to understand the basics of this game, you must 
first understand the basics of dominoes. 

Of course dominoes could well be the single most boring 
game in the Universe. That is why toppling dominoes is far 
more enjoyable than playing the game itself. This is the object 
of pushover. Topple all the dominoes and a door 
will open, allowing you to move on to the next 
level. Sounds easy, doesn’t it? If only it was. Not 
every domino behaves in quite the way you would 
expect and figuring out which does what and 
where will have you tearing your hair out. 


z c°io 


g i anT 

In Pushover, you do not control a ninja warrior. You do not 
control a state of the art starship. You do not control a high 
powered police car. You control an ant. G.l. Ant as 
he is called, is a small yet perfectly formed ant and 
has rather incredible strength. He uses this strength 
to lift the many dominoes and move them around. 

This strength however, does not help him when 
he falls. Sadly, G I Ant can only fall a short distance 
and survive. If he falls more than one storey, it’s cur¬ 
tains. Falling is easily avoided, as the ant will wobble 
and wave his arms if there’s any danger. You have 
plenty of time to correct him but sometimes a fall is 
necessary. Some exits can only be reached by jump¬ 
ing off a ledge. Don’t be tempted to take shortcuts, 
use the ledges like steps and you’ll be OK. 


Don’t let the 
backdrops 
confuse you, 
the clock is 
ticking dude. 


% mm 
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PUSHOI/ER 



Domino RaLLy 

Domino toppling has been around for 
about 20 years now. Remember when 
you used to get your dad’s dominoes 
and make a line of about 20? 

The world record for domino top¬ 
pling stands at C. 100,000. Teams of 
Japanese students spend weeks setting 
up a ‘topple’. Multi-coloured dominoes 
are arranged in geometric patterns, 
going up slopes, looping the loop and all 
manner of stunts. As you can imagine, a 
single domino falling accidentally could 
prove disastrous. The whole lot could 
easily come tumbling down with one 
gust of wind. This calls for extremely 
steady hands and nerves of steel. 

We at Super Action decided to try 
and beat this record and we managed to 
topple an amazing 33 dominoes in one 
go. OK then, it was five, but our nerves 
are shocking. 




ujhgrg aRe my crisps? 

The original computer versions of Pushover featured crisps. Quavers to be precise. In 
the weirdest licensing deal of all time. Ocean software tied up the game with Colin 
Curly (alias Lenny Henry) and the delightful 
melt in the mouth, heavily salted snack 
treats. What this has to do with video 
games, or indeed dominoes, is unclear. 

The point I’m trying to make here is 
this: Colin Curly is absent from the game 
because this is an international product. 

Your average Japanese or American kid 
would have no idea what a Quaver was and 
they probably wouldn’t even have heard of 
Lenny Henry. In the computer versions, 

G I Ant had to find lost Quavers, this time 
he’s looking for money and there’s no sign 
of Colin Curly. Weird business and very lit¬ 
tle is explained in the manual as to why 
you’re doing all this in the first place. 
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□omino DERBy 

There are ten different kinds of dominoes, each with a different use. This is what 
they’re called and what they do: 





STOPPER 

A Stopper can be moved 
at will but will not budge 
when struck by another 
domino, useful for 
changing the direction of 
a Standard domino. 


STANDARD 

Standard dominoes simply 
fall in the direction they are 
pushed and are by far the 
most common. 


DELAY 

The Delay domino will 
wait two seconds before 
falling. Difficult to judge 
the timing on this one. 


TRIGG 
The domin 
when hit 
opens the 


VANISH 
Spooky! Disappears 
when hit! 


BRIDGER 
Again, very useful. A 
Bridger will create a 
platform where none 
existed before. As its 
name implies, it’s handy 
for bridging gaps. 


SPLITTER 
Nothing to do with the 
Judean Peoples Front but a 
domino that topples in two 
directions when hit. 


ASCENDER 

When hit, this will rise 
vertically, hopefully 
hitting dominoes situated 
above the player. 


EXPLODER 
Boom! When struck, 
this will explode, 
taking out a section of 
floor as it does so. 


TUMBLER 

A very useful domino, 
this will carry on moving 
until it hits something. 



A deceptively simple 
screen that gives you a 
very strict time limit. 
You’d better move it or 
you’ll lose it. 
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Uee the stopper 
carefully or you’ll end up 
with a complete mess 
that you can’t do a 
darned thing with. 


D oh! My brain hurts. I set off 
racing through this game and 
after a matter of mere minutes 
I’d completed the first screen - after 
this though things started to get a lit¬ 
tle tricky. This is an excellent puzzle 
game, it’s addictive, entertaining and 
the G I Ant sprite livens up what could 
have been a pretty bland game. At the 
end of the day it’S a case of how much 
you love puzzles, if you are going to 
stick with the puzzles then you won't 
g^ badly wrong. Try it, I think you’ll 
like it very much. 


i mm 


I like Pushover. This was widely 
applauded when it turned up on 
home computer formats and rightly 
so. It’s original, amusing and addictive. 
The gameplay seems simple enough at 
first, with linear and initially easy puz¬ 
zles to solve. You’re broken in gently, 
as you discover which dominoes do 
what. As you progress, the game 
becomes much more difficult and 
involving. The graphics range from poor 
to attractive, it depends which level 
you’re on. The music is good enough 
and it’s backed up by some very nice 
sound effects. Lots of sampled screams 
and the odd bit of speech. There are 
one hundred levels to work your -way 
through and the desire to see what 
comes next is very strong. All in all, this 
is one of the better puzzle games avail- 


Frank O’Connor 


^RapfllCS._ 70 % 

u somes_78% 

xGamePLay.88% 

<siasTaBiLiTy....87% ^ 

toraau_86% K 

ir r* i— 44 s e r-# 


able and is definitely a worthy pur¬ 
chase. More good news is that this will be released in Britain before anywhere else. 
Top stuff from Ocean and well done! 


H7 
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milks ti Console Plis 
of Hiltoi, West Yorks 
forsuplyiigtke 
review cartridge 
tel: 0532 50044S 


F unny how old Commodore 
64 classics keep appearing on 
the SNES. Last month Q- 
Bert leapt into our lives (and 
promptly leapt out), so now it’s the 
turn of Road Runner. OK, it is 
unfair to compare the two formats 
and I am glad to say they are hardly 
alike but it is nice to be learned and 
know exactly what we are talking 
and have played every single game 
in the known world - which we have 
of course. 

I digress. Road Runner is a basic 
platform type semi-puzzle sort of affair 
which sees you. Road Runner (Greasius 
Lightninus) pitting your wits against Wile 
E. Coyote (Hungarius Uncontrolibus) and 
his various contraptions bought on the 
drip from the Gratton catalogue alias 
ACME. Expect abuse from all angles and nearly 20 levels of action with cartoon style 
graphics accompanying an original music score taken from the classic adventures. 
Remember the classic ‘poor old coyote falling down a ravine’? Well that’s there too, 
in glorious mode seven manipulation that will wipe the smile off Mega Drive owners. 



H8 
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Glorious mode eeven, 
ahhh. Stunning shoot ’em 
ups, glorious driving 
simulations and of course 


FRED QUimBy 

Pecking’s a handy weapon but maybe it’s 
not quite the arsenal needed in ’toon 
town scenarios. Screaming around aim¬ 
lessly has certain attributes but stopping 
takes the equivalent distance to that of 
the average Shell tanker - we are talking 
miles. This skidding to a halt fortunately 
helps rather than hinders your progress 
as any enemy in your path is removed 
from the screen as speedily as the 
despatch of a Maxwell pension account. 

To make matters a tad more crisp ’n’ 
spicy you can accelerate to warp speed 
and pass through levels like never before. 
We are talking serious speed here and if 
you happen to be travelling vertically up 
at the time then you will be looking at 
some serious air time at the summit. All 
this speed does not come for free and 
your Turbo Speed Meter suffers considerably. So keep searching for the odd pile of 
birdseed, which upon pecking will restore you to full power or near enough. 

Skidding, although effective as far as it goes, is near useless for static or ground 
based hazards. Find the flags and you are in for bonuses. Each colour presents both 
value and difficulty to reach, yellow being down-right simple and blue being damned 
hard. At the end of each sub-level the flags are raised and you feel a tad stupid at 
missing so many flags. Where are they? Spot of the Marios here and time to retrace 
to find hidden levels and sub-levels. 


Lki 






u 


L£L 


THaT’S nOT aLL FOLKS 




V 


Fun isn't it? Sort of 
reminds you a bit of 
Sranson’s recent 
attempt at some dumb 
world record in that real¬ 
ly expensive balloon of his. 


Graphically the intro is second to none, the trusty Warner Bros logo is presented in 
true cartoon style and the music is incredible. It’s not until you actually take control of 
the Road Runner that things appear a tad different. It all looks nice yeah, but the con¬ 
trol is a bit wayward in that the bird is so damn fast! 

Stopping with accuracy is near impossible. The potential Paxo candidate keeps 
over-running the mark or banging into things at great speed, using up valuable energy 
and eventual lives. This may sound a bit harsh, but when you’ve sat through such awe¬ 
some intros you do expect an awful lot. Still you at least have the option of sticking 
Road Runner’s tongue out or going ‘beep beep’ - for no apparent reason. Nice one. 

After a few disastrous attempts you will eventually get to grips with it all, and just 
sit back and let it all happen. You run around, usually at great speed, attempting to 
avoid cactus plants, scorpions and other enemies allied to Wile. As well as raising flags 
to collect bonuses and powering up by pecking birdseed. Don’t panic if the enemies 
keep getting you - the trusty old athlete can peck away his troubles by a piece of 
accurate timing and a lot of luck. The pecking is very important as in the end of level 
sequence it is the only way to defeat the contraption that tries to drop boulders on 
top of you. 
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a da da daa derrdermr demrremr. 
IThh thh th-that’s all folks. Ohh car¬ 
toons, I love cartoons. I even sit 


tnrougn tne appalling wnai s up u oc: wiin 
that girl Evettte Fielding - just to get my 

weekly fix of toons. I’m a firm fan of Wile Simon K i f f 3 n G 
E Coyote and spent a large part of my 
weekend killing that damn bird off - well, 

he never dies in the cartoon does he? He’s got away witji murder for too long - and 
this time his luck just ran out. Eventually I managed to rid myself of such a patho¬ 
logical vendetta and get to grips with the gam£ - and my what a turn of speed the 
geeky bird has, very reminiscent of Sonic. Although the control system may give you 
a few problems I think the compensation coifles in the form of an excellent conver¬ 
sion from cartoon to console and a great and funny game. This bodes well for future 
SNES/cartoon tie ins. ~ 


It isn’t all a bed of roses, so to avoid the sage and onion pause for 
thought and collect a few of these handy items. 


Wandering around the land¬ 
scape might uncover a few of 
these extra lives. 


What do points mean? Well 
collecting over 50 000 points 
earns you an extra bird here. 


Pelting around saps the old 
gauge so this urmm, restores it 


Collecting one of these icons 
freezes all the baddies for a 
small period of time. 


^ I 


Looney Tunes 

There are five levels, each containing four sub levels. These allow Wile to buy and use 
his various contraptions. Deadly as they are it always ends in tears as crossing the final 
chequered flag sees the timely demise of our psychotic furry friend. 

These sections are a real treat and well worth your attention with some real 
detail being portrayed. Exceptional ways to be flattened, crushed and mashed are 
revealed while you are trying to kill off the ‘boss’. This normally means pecking an 
ACME contraption to bits, an easy task if you remembered to take particular notice of 
the blueprints flashed at you earlier. Each level is based on a theme, ranging from 
desert chases through high-tech girder 
environments and touching madness 
with high speed train antics. Throughout 
all the levels Wile is totally invincible. All 
you can do is avoid the deranged animal 
as he zooms past on his various dodgy 
appliances sapping your energy and dog¬ 
ging your trail. 

Pelting through the levels you are 
helped along by the power ups found 
scattered around the course. These 
include one ups for extra lives, shields 
for invincibility (limited time though) and 
a clock which freezes time and your 
enemies. Oh, and don’t forget to watch 
the skies as parachutes bearing gifts drop 
around the platforms and usually contain 
one of the above or maybe an extra 
special surprise. 


— 




As with every Koad 
Runner cartoon he 
gets this close then 
it’s tongue out and 


ROAD RUNNER 

iSHlS LIGHT MINUS J 


rap i&gt&p 




- 
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Collision with various objects 
depletes your energy meter, 


Falling from the sky, these 
crates require pecking open to 







































meep BLeeDirr meep 

Everyone winges on about Sonic. Ooooh, they are so privileged to own the game of 
the year that the average player can complete in just under three hours. Try prattling 
on about value for money now, eh? 

The two games are somewhat similar. They both look good but don’t play so 
great and pretty soon you kind of wish they could play themselves so you can sit back 
and watch a cartoon on your very own console. Remember Dragon’s Lair? Well sort 
of like that but easier to watch. 

Right, that’s the gameplay hammered. Now what about the sound? In cartoons 
this is without doubt the most important bit. A good old score from the Philamonic 
brings home the reality of swallowing an ironing table whole or making a perfectly 
shaped outline in the nearest wall, at the expense of your front teeth (which shatter 
to the floor). How does it compare? Quite well, I mean it sounds like they are all in 
there with you strumming and blowing away for all they are worth but not at the right 
points. Is it such a major issue to ask for a bit of synchronisation with the perils of the 
game? The French do it. Very well in fact and most of their adventure games, like 
Outer Worlds for example stick out as being pretty terrifying stuff 
when a bit of a problem appears nearby. Not here though - just 
exceptional bursts of sweet bliss every now and then. 




Every nasty piece of work 
receives a full graphic 
representation of its 
downfall to cut out and keep. 



Don't pelt around with the 
turbo speed button con¬ 
stantly pressed, it's not too 
economical - try dabbing 
the button to maintain con¬ 
stant speed. Also use the 
turbo and top left button to 
stop, this cuts down the 
skidding distance and means 
that you won’t dive off the 
edge all the time. When tack¬ 
ling the vertical rock faces or 
girders be prepared to jump 
away suddenly as the top 
may contain a nasty surprise. 



■5? 


I dunno, it s a bit fifty fifty, the graph- 

ics are lovely in the intro and boss >L 
termination scenes. When you actu- 
ally get your hands on the him though, 

Road Runner is a bit quirky and difficult 

to control which is an exceptional bind Stl€^L/€^ BthertOll 
when you have to negotiate some seri¬ 
ous scenery. It doesn't take all that 
long to finally get to grips with control 
of the frisky little bird sb don't despair 
if you keep ending up falling off tiny 
platforms or jumping off cliffs. The con¬ 
traptions that Wile tries to flatten you 
with are exceptional and it is a jolly 
wheeze to see their demise. Like true 
cartoons no one is ever killed so our 
trusty assassin is destined to keep re¬ 
appearing throughout the game. Nice. 

Not brilliant but nice. If you enjoy car¬ 
toons - come on we all do - then this 
will be a good buy. No doubt further 

adventures are destined for the SNES so things can only get better. Maybe we will 
be seeing a switching of roles for the sequel. 
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The locals in the game are a rough bunch who, brought up in a 
barren and foreboding environment, have become genetically 
superior to humans in everything but the looks department 
(they all look like that bloke in the carry on movies). Along 
with this they take an instant dislike to our physisist pal and 
slam him in prison with a rogue baldy who is quicky adopted as 
a an aid for the great escape. It is now up to you to guide the 
boy blunder through the labyrinthine prison, 
away from the burly guards to safety. 

Just how you’re going to pull this off 
takes a long time to work out more than a 
couple of harrowing death scenes and, no 
doubt, some tips from the inimitable Dr 
Barry Diablo. The hazards and obstacles 
come in a number of guises, there are the 
unfriendly natives, the dangerous terrain (the 
planet is as crumbly as a Flake) and the 
prison’s heating system. 


F or the first time in history a Super Nintendo 
game is being released simultaneously in Japan 
as Outer World, in America as Out Of This 
World and over here as Another World. The SNES is 
gathering momentum here and now, and Super Action 
will be with it all the way. 

He’s got red hair, drives a Ferrari and is about as good at 
physics as I am at juggling cacti. The unfortunate man of whom 

I speak is the sad geek you 
play in this stunner from 
Interplay. He’s had an unlucky 
run in with a set of positrons, 
tachyons and all the other 
sorts of ons you have to deal 
with when you get an ology. 
Sent packing by freak physics 
he’s landed in a pretty nasty 
place where the residents are 
about as welcoming as the 
royals are to tabloid journalists. If you read the preview a cou¬ 
ple of months ago you should be quite familiar with the ins and 
outs of this release which wowed the computer freaks when it 
came out on the Atari and Amiga a year ago, if not then you’ve 
come to the right place. Either way the game’s out now and if 
you’re up for an intriguing adventure/puzzle game with a tad of 
arcade shooting then this is pour vous. 


anoTHER 


Your workstation 
isn’t the most 
portable in the world 


[hanks to Console Plus 
of Hatton. West Yorks |S 
for supplying the 
review cartridge 
tel: 053? 500445 
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Month after month you flick through the pages of this smart 
mag and see yet another game where we go on and on about 
the graphics in a game. Smart this and flash that, now we can’t 
help it if the quality of software that is coming out right now is 
exceptional - and we’re certainly not going to complain about 
this unprecedented turn of events, so hold on for yet more 
gorgeous graphics banter. 

From the opening ‘hands off sequence of animated action 
you are drawn into the game. Moody lighting and eerie sound 
effects are complemented by the sort of scene direction you 
get in movies, not only that - it 
explains the plot of the game as suc- 
cintly as possible. And it’s such a 
complicated story that it could have 
been a nightmare of cliches and 
laboured points. 

I have mentioned elsewhere 
that the death scenes are harrowing 
and though not as graphically 
detailed as, say Akira they do hit 
home - though this has a lot to do 
with the fact that you empathise 
with the main character so strongly, 
thanks to the reality impressed 
upon you. 




This claw is packed 
full of putrid venom, 
one little nick and 
you’re a gonner. 


This world, while holding 
some sort of rugged charm, 
also harbours some pretty 
nasty animals. 


■ 

This is you fooling 
under the weather, 
well you’re dead 
actually. 




iu ue limy Lumpieieu db wilt 

WORLD 


gurfirg. Reason anD plot 

To get through the game you have to employ the gunplay of John Wayne, the lateral 
thinking of a Kypton Factor entrant and the patience of Doctor Kildare, sorry I mean 
a saint of course. You have to be fleet of foot as well as mentaly agile at all times and 
there is also quite a bit of luck thrown in for you to pass through each section. 

The arcade action comes in the form of shoot outs with the guards and death 
defying leaps over chasms. The puzzles range from working out how to sabotage 
power lines to the harnessing of natural elements. All this adds up to an incredible 
amount of tension that is present throughout the game. Each level (being coded) has 
to be fully completed as whenever you die you have to start right back at the begin¬ 
ning. We all know what a driving force that can be 
when you’ve been stuck on a game, it’s the early 
hours, you’re just going to play one more time 
because you’ve got this level sorted except for that 
one last hitch and...oh my God what a dumb mis¬ 
take. Well I’ll just have one more go.... 
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T he original home comput¬ 
er versions of Another 
World were a revolution 
in the arcade adventure genre. The 


Ahh, it’s the bank 
manager, I wae 
wondering about 
an overdraft. 


The beast is dead, 
but I wouldn’t hold 
out too much hope 
of the natives 
being friendly. 


amazing polygon graphics and the ^ 

stunningly detailed gameplay made pf3nk O’ConnOf 

it a massive success. The Super 
Nintendo version, you will be 

pleased to hear, is an accurate and often superior game. The music is perfect, the 
graphics slick and fluid and the gameplay superb. Try as you might, you will find no 
fault in the presentation fcnd only the very impatient will be upset by the slight lag 
as the SNES loads up each level. The one slight niggle with this title is that once you 
have completed it, there is nothing new to ditcover by playing it again. Stunning. 


GGT By WITH a LITTLE HELP 

Having a pal in this game is a real smart feature but at times it 
does hinder rather than help. See, you pal hasn’t got a gun and 
so you’re forever watching his back. Also he moves pretty 
slowly which leaves you standing around from time to time, 
rubbing your sweaty palms together. Still 
he is a useful bloke to have in a fight and 
without him there’s no way you can 
complete the game - he’s got BO though 
and his sense of timing leaves a lot to be 
desired, he thinks it’s the best jape in the 
world for you to get kicked in the 
kidneys 50 times and thrown over a 
cliff before he saunters in and gives you 
a hand. 

The inclusion of this pal opens this 
game up in the same way that the gun 
does (see opposite), just as the options 
with the gun force you in to swift deci¬ 
sions so does your pal. At times, while it 
might seem that the best option is to 
flee and leave your slow mate behind - 
well you’d be wrong. Also later in the game the oaf-man is visi¬ 
ble on screen, though obviously trapped, now although it 
appears easier to ignore him and leave him to his own devices 
you will eventually find that - just as it is in real lif, you have to 
face up to problems if you are going to overcome them, just 
like it says every week in The Cosby Show. 
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Upon escaping from your 
cell it’s best to try not to 
get fried immediately. 


top Gun 

When it comes to top shooters the one 
you get in this game comes damn close 
to the toppest gun in the world. It works 
on some form of weird energy which is 
also the stuff that fires out of the busi¬ 
ness end. The laser kills the baddies 
pretty easily but if you hold on to the 
button a tad longer than usual it protects 
you with a temporary energy sheild and 
if you hold on a tad longer than that it 
fires a massive bolt of energy that comes 
in dead useful. 

These three functions add a number 
of variables to situations, so that when 
you are shooting it out with a bad guy 
you can either put up a sheild and run 
away (if he isn’t blocking your route) 
shoot him in the head and run away or 
blast a hole in the wall and run away. 
You must remember that you have to 
run away sooner or later in this game. Well I did but then I’m 
not the bravest guy in the world. 


T his game is a gem a pearler. If 
it was a marble it’d be a Merb 
or even a Beaut Dobber. It is 
comparable to Prince of Persia but has 
bags more excitement and room for 
empathy, you really can get in to 
another world (corny as that sounds). 
The technical aspects all perform well, 
the graphics are great (though not up 
to P of P’s standard) and the music and 
sound effects are dark and moody, still 
a ragtime jam wouldn’t really fit here. 
Once completed the journey doesn’t 
appear to have gone on for too long, 
still you won’t think so while you’re 
still battling through the game. If you 
have enough patience to keep playing 
then you should do OK and once you 
finish it the level codes allow you to go 
back and tackle your favourite scenes 
over again. 


«E 


r Here he is, the man of the 
moment - he hasn’t got a 
name - still, he hasn’t got 
much of a nose either. 
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weiner 


Chuck looks less 
than amused after 
a rather nasty 
collision with a 
prehistoric bird. 


P 41 *> % ) « 


GRUB! 

Being a caveman is hungry work. There’s 
a big history of greedy cavemen in video 
games. Wonder Boy scarfed down loads 
of fruit. PC Kid ate large kebabs to 
boost his already considerable powers. 
Joe and Mac ate anything they could, but 
even they could not compete with 
Chuck Rock in terms of sheer greed. 

Chuck eats all the time and he eats 
everything. Although he will consume 
the odd slice of orange, his main diet 
consists of meat. He’ll eat ham, sausage, 
chicken and if pushed, a whole pig’s 
head. The food changes depending 
which level you are on and each item of 
grub is worth a different number of 
points. A ham hock might be worth 200 
points on level one, or 400 on level 
three. Very strange. Although it would 
be sensible to assume that all this food 
gives you energy, you’d be wrong. All it 
gives you is points. Fine if you’re greedy, 
no use if you’re close to death. 


It’s nowhere 
near Easter 
yet, so I wonder 
what could be 
in that egg? 


high ouauTy sausaGe 

This is the stuff you can collect on level one. 
They’re all worth points so pick them up. 


^0Mi leh, I can still remember. Back, in the old days, 
when I were a lad, things were a bit different. If 
you liked a lass, all you had to do was smack her 
on the head with a big stick and drag her home. 
Although this technique was less than suave, it got 
results. None of this hanging around wine bars, or 
going to restaurants nonsense. SMACK! SNOG! Simple 
as that. 

Anyway that aside, this game tells the tale of Chuck Rock, 
a caveman with a problem. His main squeeze has been kid¬ 
napped by the infamous Gary Gritter (no, not a Chinese Gram 
Locker). Gary Gritter is big and tough but no way is he a match 
for Chuck’s fury. So, it’s off into the prehistoric wastes to kick 
as and rescue the babe. Along the way, you’ll encounter all 
manner of vile cro-magnon hazards, like dinosaurs, pterodactyls 
and great big pink things with spikes on 
their heads. Use your skill, use your 
cunning and most of all, use your gut. 


200 

orange slice 
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[ni/ISIBLGFOOD 

Everything here is good and wholesome, but the 
rock cakes look like rocks. Keep your eyes peeeled. 




600 

chicken leg 


10,000 

pig head 


ENERGY 

heart 


Uee the rock ae> a 
platform from which 
you can jump up to 
the next level. 


200 


mushroom 


m 


400 600 

ice cream cone lemon 


rock cake 




ENERGY 


heart 


tomato 


ham hock 
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DOnGGR! 

Remember the old Paul Hogan Show? Remember Donger of 
the Yard? Let me remind you. Donger was this dead fat 
Australian cop who used to spend all day eating doughnuts and 
bashing people’s heads in. The way 
he beat people up was very special 
indeed. He used his gut. His enor¬ 
mous, beer-swollen belly made a 
very effective weapon and he could 
knock out blokes with ease. 

Chuck Rock shares this ability 
and he combines the belly-butt with 
a resounding and rather amusing 
“Boing” noise. The belly-butt can be 
used on anything that attacks on the 
ground. Some baddies require more 
than one butt and particularly scary 
baddies split into two parts. 
Learning how to time the belly butt 
is the secret of success in Chuck 
Rock and can make the difference 
between death or glory. It’s also 
very funny for a few minutes. 


Chuck takes a 
ride on a large 
pink dinosaur. 


600 :; 

gold fish 


10,000 

big starfish 


800 

small starfish 
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ENERGY 

heart 


There are all kinds of fish-relat¬ 
ed laffs on the aquatic level, but 
not all of them are easy to find. 
That big starfish is a killer. 


400 

green fish 


ROCK anD ROLL DUDG 

Prehistoric Earth is a harsh and unfriendly place. About the only thing in plentiful sup¬ 
ply is rock. There are boulders everywhere. Fortunately for Chuck, these can be put 
to very good use as either weapons, or climbing aids. 

The rocks come in various sizes and the bigger they are, the harder they are to 
lift. Little rocks can be picked up and chucked around with ease. Big rocks take a few 
seconds (dangerous seconds) of 
grunting and straining. Once a rock 
has been picked up, it can be 
dropped or thrown at will. If you 
lob a rock at a baddie (and hit it) 
the effect is devastating. The bad 
guy will utter a squeal of horror 
and nine times out of ten, shuffle 
off to meet his maker. Lobbing a 
rock on the ground creates a 
raised platform, very handy for 
reaching those higher peaks. 

Sometimes throwing a rock in the 
wrong place will trap you and it 
can be quite a puzzle figuring out 
which rocks should be used where. 


I 200 

violet fish 
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weiner 


heart 


Chuck uses a 
makeshift shield to 
prevent some rather 
nasty head injuries. 


CO FGBRUaRy *93 

130 supgr acnon 


someTHinG comPLGTajy diffgrgrt 

If you’ve seen the home computer versions of this game, or even the Mega Drive ver¬ 
sion, you may be less than enamoured by the slow-paced, dull-looking action. You’d 
be wrong though. Even in its old form, the game was addictive and challenging, but 
again, slow. The Super Nintendo is often accused of being 
a bit slow. Chuck Rock knocks that particular theory into a 
cocked hat. It’s easily twice as fast as the other versions 
and as a result, it’s a completely different game. 

The other versions put the emphasis on strategy, puz¬ 
zle and brainwork. This new, faster game balances things 
between thought and action. It puts a whole new light on 
what could have been a hackneyed and staid conversion. 

All the computer fans in the office thought it was some 
kind of blasphemy, but after a few goes, came to the same 
opinion as us. It’s a huge, huge improvement. 


DR DOOLITTLE 

Chuck is very friendly with some of the local critters. 
Admittedly, most of them would like to see him in a nice 
pot of stew, but others would like nothing better than to 
see Chuck back in the arms of his chick. 

Take for example the small dinosaur on level one. In 
front of him is a sheer rock face. Behind a small lump of 
rock. The dinosaur has a straight, rigid tail and a similar 
snout. Hmm, a puzzle methinks. Pick up the rock, jump on 
the dinosaur’s tail and bung the rock at the dino’s nose. Boing, 
see-saw effect and Chuck rockets skyward at a horrifying 
speed. This kind of animal interaction is not unique to level 
one. On the ice level, the little mam¬ 
moths will suck you into their trunks 
and use a blast of air to throw you into 
otherwise inaccessible locations. Thank 
the Lord for all the little creatures of 
the Earth. Apart from things that sting or 
bite, oh and slugs as well, they’re pathetic. 


IT’S THE BEE’S 

PEas 

More meat products await our 
Cro-Magnon hero, but this time 
he gets some vitamins with a 
big bag of peas. 


200 

ham hock 


"fey 


600 

turkey leg 

Piil 


400 

grapefruit slice 


10,000 

bag of peas 


ENERGY 

















mouLDy old Bones 

Although bones may not sound like much of a find, 
they are in fact very common and very valuable. 


sonics_85% 

Ganmaa_90% 

i.asTaBiuTy....92% 

oraan_90% 


i3irds can be used 
as a valuable form 
of transportation, 
they take you where 
they want though. 


The rock must hit the 
lizard right on the nose 
in order to activate the 
springboard effect. 


Use the lizard tail 
as a springboard to 
reach those dizzy 
heights. 


ang on a minute, this game is 
British isn't it? At last a game 
be proud of, fast 


■ ■ we can 

graphics, annoying music to mumble in 
ypur sleep and taxing problems to 
solve. Not everyone is your arch enemy 
as you will soon discover with cro- 
cadoiles transforming into catapults 
with the aid of a rock or two. Other 
format owners are going to be dead 
jealous of this one as not only is it silky 
smooth but the graphics are huge and 
chunky. Oh, stand stiil for a bit and 
watch him remind you he's there. Top. 


H urrah for good old Blighty! 
Hurrah I say, hurrah! Core 
design, top British geezers have 
shown those Yanks and Japanese what 
it's all about. A fast, frantic and utterly 
enjoyable platform game. The graphics, 
while less than utterly fabulous, are 
fairly sharp and nifty all the same. The 
animation of certain characters is great, 
Chuck himself especially. The back¬ 
grounds are gorgeous and things just 
get better as you progress through the 
game. The music ranges from brilliant 
to annoying but the sound effects are 
always hilarious. The puzzle aspect of 
t from being just 


That pig’s head at 
the top of the 
screen is worth a lot 
of points. Go get it. 


the game saves 
another platform game and instead, it 
becomes something very deep and very 
complex. Well, OK then, a bit deep and , 
a bit complex. Anyway, it’s a fab laff 
riot and you’ll be playing this for weeks 
to come. Oh and don’t forget, we told you first. 
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a nother Golf game! Although golf was actually invented in 
Scotland, it seems to have been adopted by our American and 
Japanese cousins. They love it. They can’t get enough of it. 
They also have some of the best players. 

Jumbo Ozaki is Japan’s best export and American Jack Nicklaus could just 
be the best golfer of all time. The sport can hardly be described as dramatic. 
Whacking a golf ball around a pleasant garden is not what you would call stress¬ 
ful. Indeed, some witty Victorian 
chap described it as “The ruin of 
a good walk.’’ Golf however, 
stressful or not, is a right good 
laugh. Jack Nicklaus made it an 
art form. Winning countless tour¬ 
naments and millions of dollars, 
he became known as the Golden 
bear. His seemingly infallible golf¬ 
ing skills and his bright personali¬ 
ty have virtually guaranteed him 
legendary status in the world of 
golf - and as many free jumpers 
as he’s ever going to need. 

Join him then as he strolls 
around some rather gorgeous 
golf courses in the pursuit of 
excellence, not to mention 
oodles of cash. 



I jacK 

mcKLaus 





A good drive from the 
tee leads to a rather 
handy and tremendously 
easy putt. If you’re good, 
you’ll win the hole and 
the day. 


The practice green is a 
fabulously useful part of 
the game. This allows you 
to get to grips with the 
power requirements for 
each distance. 



60 
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Cor! Look at this lovely digi¬ 
tised photo of the course! This 
is typical of the smart in-game- 
presentation that makes this 
such a classy effort. 


join OUR CLUB 

Club selection, as any real golfer will tell you, is the 
most important aspect of golf. Choosing the right club 
can make the difference between victory and rotten 
failure. Fortunately, the computer provides you with a 
smart caddie who will automatically select a suitable 
club for each hole. You can override the caddie’s 
choice and sometimes this can prove prudent. The 
differences in club relate to the height and distance a 
ball will travel. Woods hit the ball with great force, 
but it stays relatively low and you have to use them on very fair ground. Using a wood 
in the rough will almost certainly result in an embarrassing thud, with little or no 
movement from the ball. Irons are more flexible and can be used for both power 
shots and those times when you need a little more accuracy. 

Whacking the ball with a high iron (say a nine iron) will send it almost straight up 
in the air. This can be useful for getting over trees and other obstacles. Irons are also 
useful when your ball is lying in rough ground and less accurate timing is required. In a 
few places, the computer will choose a club that while sensible, will not achieve maxi¬ 
mum distance. Choose wisely and you could save a stroke or two. 




PRacrice 


7nr 



In Japan, where space is limited, many cities have practice ranges. In Europe, these are 
found on actual golf courses as an added extra. In Japan, these are more popular than 
the actual courses. The golfer simply practices driving, usually into a safety net a few 
hundred yards away. Some of these practice centres are built on 
more than one storey, with players above each other on 
“shelves” like so many ornaments. 

Jack Nicklaus Golf also features practice ranges and the 
novice player is advised to use them. Like all golfing games, 
this requires skill and timing and you can hone both these 
factors on the practice screens. Lines are drawn at dis¬ 
tances of 100, 150 and 250 yards in order to aid your judge¬ 
ment. Simply whack the ball as many times as you like, figur¬ 
ing out which clubs do what. You can also practice putting, or 
alternatively, you could start the game proper and rampage 
around the course like a whirling dervish. 
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PRIZE HOLE 

When playing “Skins" you play for cash prizes. The cash is awarded to the winner of a 
single hoie. The person who drops the ball in the least number of shots takes the 
prize. Should two players tie (and this happens quite a lot) the prize is added to the 
next hole. As this total accumulates, the excitement grows and you get a bit nervous 
when there’s a lot of cash at stake. 

This has been done before in other golf games, but never with so much depth. 
The Skins option in Jack Nicklaus golf allows you to customise each hole, setting up 
the cash prizes for specific 
bits of the course. The 
total amount available for 
the entire course, is 
$36,000. You can distribute 
this eveniy between the 18 
holes of a course, giving 
away whatever you think a 
hole is worth. If you’re 
clever, you will award vast 
sums for the easy courses 
in order to fill up your cash 
total. You can up the stakes 
and increase the money 
available for the course. 

Good fun in two player 
mode, but the computer 
will play well if there’s a lot 
of cash on offer. 


O h dear, our Jack is getting on 
a bit isn't he? Pity the game 
looks like it is too with some 

painfully slow renderings of some —■— 

pretty non-descript courses that 

hardly represent the cream of the StGI/G SthGrtOfl 

world. By the time the screen has 
been updated you could have shot 

around 18 on your local municiple and stopped for a qyick half at the 19th. It's up 
against some pretty stiff opposition with the Irem Skins Game and PGA Tour Golf 
and I'm afraid it doesn't really match up. Although every type of tournament is 
catered for so don't go expecting the atmosphere associated with the game because 
as far as I'm concerned it really isn't there. In*golfing terms, a Bogey. 


T RAXX 

Mo 1 e: 

m 

Strok*: 1 



D ist anc* : 

H29 yds 

Total: Even Par 




Although the animation 
of the main character \e 
\eee than spectacular, 
the graphics are for the 
most part, fairly 
impressive, but slow! 


□ 


TRAXX HoU: * 

Stroke: 3 Par: ** 
Distance: 3*e feet 
Total; Even Par 


v '£ 


thg GOLDen BeaR 

Apart from donating his name to the game. Jack Nicklaus is 
always at hand to give you advice about the courses. At the start 
of every hole, he will pop up and give you some guff about clubs 
and stuff. It’s easy to ignore and most people do. It would however be wise to listen 
to the man. The advice he gives is always correct and he does warn you about other¬ 
wise unexpected hazards. 

Many’s the time that a ball ended up in a bunker or in the drink because I skipped 
that part of the intro sequence. He can be quite specific, warning you about potential 
disasters and even telling you about the green. We don’t know if he actually supplied 
the advice, but whoever did, has obviously played these courses, the advice is general¬ 
ly spot on. It also makes him the most expensive caddie of all time. 



TRAXX 

Ho 1e : 5 

stiTik*: s 

Par: *• 

D ist: anc« : 

3® yds 

Total; 2 

Over 
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bird's eye i/ieuj 

It would be extraordinarily difficult to play the course if you 
didn’t know what to expect. Fortunately, a map of the course is 
displayed before each hole. 

This map appears a lot more complicated than it actually 
is. It will show you the locations of bunkers, water hazards, 
rough terrain and trees. Distance markers are also included, 
with lines located at 100, 150, 200 and 250 yards, depending on 
the par for that hole. The par, in case you were wondering, is 
the number of shots required to hole the ball. 

This par business was obviously decided by some kind of 
golf genius and beginners will very seldom match it, never mind 
beat it. This screen even tells you the distance of the hole from 
the trees. It can get a bit confusing and it’s easy to forget how 
many shots you’ve taken. 


HOI < 
Par 


Nhi Te 


acnon RepLay 

If you’re one of those blowhards who 
insist on telling and retelling your stories 
time and time again, you will be pleased 
to discover that you can do just that, in 
slow motion and 3D every time you 
want to. Jack Nicklaus Golf comes with 
a built-in slow motion replay facility. 

If you perform a particularly clever shot 
(even a hole in one is possible), 
press select to display the control 
option menu. 

Here, a list of features will appear, 
from which you can select Replay Last 
Shot. It will only show the shot taken 
immediately before the option was selected and it’s a 
shame you can’t save those ail time classics. You can also 
check out other stuff, like course conditions, game statis¬ 
tics and current scores. See how popular you become as 
you show that same shot again and for the 50th time. 


Jilts ■ isti !, & 

. 1 


HL 


\ 


815 yds 
493 yds 
459 yds 



T here are so many golf games avail- 

able for the Super Nintendo, that j * 

gauging differences between them ^ m 1 1 

becomes increasingly difficult. The vec¬ 
tor graphics on Jack Nicklaus are n$> 

better and no worse than any others F F 3 R k OConnQT 
we’ve seen on any other game and that 
means that they are often painfully 
slow to redraw. You can be waiting for 
five seconds between shots. It may not 
sound like much, but take our word for 
it, this can be very annoying. The 
sounds and music are all perfectly ade¬ 
quate, but nothing special. It’s a lot 
more complicated than most Super 
Nintendo golf games and realism fans 
will no doubt love that aspect of ifc All 
the course detail, the club information 
and the trainspotter stuff is there. If 
you’re after a slick, fast and playable • 
golf sim though, you’d be better off 

with something like Irem Skins or fcven Hole In One Golf. We know that T&E Soft are 
working on a brand new golf title called Devil’s Course, but that one is quite a way 
off. You could do worse than buying Jack Nicklaus. It has the advantage over most 
Super Nintendo golf titles in terms of accuracy and realism, but loses out in the 
gameplay stakes. Not bad, but not very special at all. 


Ganmay....... 

.asTaBiLiTy.. 
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a ou are not going to believe this one, I certainly 
didn’t. When the game came in we all had a 
giggle (well THQ does that for us), we all 
fought over it and eventually it flipped up out of the 
crowd and landed in my hands. I 
was as happy as is 
humanly possible, I had 
been chosen, fate had 
glanced my way - I 
was elite. You 
see, THQ have 
an incredible gift, 
a secret talent - 
no one makes 
games like they 
do and no one is 
going to start. 

“The meanest road rally ever to hit the 
World Circuit is here!" Well that’s what it says on 
the back of the box. “Road riot brings you all the 
fun and intensity of 4WD racing and added a few 
surprises along the way." Now there’s something 
wrong there - and it’s not just the fact that somebody mixed 
their tenses mid sentence. Road Riot 4WD is...now how can I 
put this? Imagine if you will, going on holiday to a place that in 
the brochure looks like paradise but in actual fact turns 
out to be purgatory. Well it’s just like that - except the 
brochure doesn’t look that good. 


THE DIREST OF STR3IGHTS 

Racing along through some of the twisty and turniest of tracks it is your job to beat 
the four other drivers on the track. You can pull this off by way of hot driving and and 
an awful lot of missiles, you then have to beat them all again and again and so on until 


RACE : 


you have won enough times to guarantee you points to beat everybody flat. 


ELVIS VE6AS 



There are I I tracks for you to race around and they’re set all around the world 
- from places as far afield as the Swiss Alps to the Iowa farmlands. Each one of these 
has a different host with a humorous twist. For example the host for California is Elvis 
Vegas an Elvis look-a-like who appears on the loading screen for a few seconds, now I 
know that it isn’t very funny but I thought it was hilarious. All the rest are pretty poor 
though with the Arabic host. Sheik Ah Legg landing at the bottom of the pile. 

Each of the tracks has its own hazards and though I would have thought the haz¬ 
ards were supposed to be unique they aren’t. The same red truck, parked at a jaunty 
angle, keeps turning up in places dotted all over the globe...and mysteriously trans¬ 
forms itself in to a snow 
plough on the South Pole 
track (host: Aunty Arctica 
chortle chortle). Also the dif¬ 
ficulty of the tracks is 
increased by the number of 
obstacles found upon it, so 
that on the more difficult 
tracks there are so many 
boulders placed in front of 
you that it is nigh on impossi¬ 
ble to see the road. You just 
have to blast and crash all 
the way through, not the 
best thought out game this. 


DIRT TRACK 
CHARITON IOWA 



LUCAS SINUS 
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COUNTY ROAD 


ROUND VALLEY 

NEW JERSEY 


YOUR HOST FOR THIS I 
CHA CHA MCREADY 

SNOW TRACK 

SWISS ALPS 


L 


a 






YOUR HOST FOR THIS RACE s 
HEL6A GROSSEBERGEN 


GET a GRIP 

Right hold on because the control method for Road Riot 4WD is a complicated little 
matter. The direction pad handles your, wait for it...direction. The L and R buttons 
fire your missiles and all the other buttons (excluding START and SELECT) are for 
acceleration, not all at once of course, you just choose the nearest one to your 
thumb. As for braking well just like in the real thing (I don’t think) the cars don’t have 
brakes you just stop accelerating to slow down...how smart is that? About as smart 
as something rubbish that’s what. 

I’m still not done though because there are some other things you should know 
about control in this game. Right, there 
isn’t any! No seriously, your control of 
the car is negligible, you can veer, you 
can swerve and lurch and you can miss 
things but none of it really has anything 
to do with you. I named the car I had 
Christine. One of the reasons for this is 
found in the manual, where you are told 
(quite rightly) that you cannot control 
the car in mid air - and thanks to the 
speed you travel at and the bumps you 
come across you spend a lot of time in 
mid air. What the manual fails to say is 
that when you get back on terra firma 
you still can’t control the damn thing. 
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ROaD RIPOFF 

The graphics in this game are incredible, they are impossible to 
believe. Now if I had an Atari ST I might give these graphics the 
benefit of the doubt - actually if I had an Atari ST I’d be spend¬ 
ing my Sundays at car boot sales trying to get shut of it in 
exchange for a bottle of pop or something. I don’t own an ST 
(but then I’ve always been a lucky guy) so I don’t see why I 
should have to put up with this sort of thing. 

The game is jerky and pixelly, it has a split screen that stays 
split in one player mode - the most useless feature I’ve ever 
seen in a game. The backgrounds are unimaginative and repeti¬ 
tive, so that there is very little difference between the African 
plains and Iowa grazing land. 

At times the action is so heated that three cars could be 
tumbling at once, if you had never seen this before though 
you’d need it explaining because it looks like a Monet in primary colours. Let’s have a 
little check list; Super Mario Cart - now this game handles mode seven and two play¬ 
er mode and looks great, F-Zero - this handles mode seven 
and looks gorgeous. Top Gear - it doesn’t employ mode 
seven, but on the flip side it looks stunning. Now if they can 
do it why doesn’t Road Riot? I don’t get it, the riddle of the 
Sphinx was easier than this one. 
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Hurrah! I’m 
jubilant I’ve won 
again, just kid¬ 
ding I couldn’t 
give a hoot. 


HUJD 
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Tension mounts, the 
race is about to 
begin - oh no I’Ve 
fallen asleep. 
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The Super Nintendo has eight channels of sound, a technical 
feature this, which in practice can give you the fantastic music 
of Super Adventure Island, the superb sampled speech in 
Streetfighter 2 and that really annoying organ music in every 
baseball game. 

Road Riot 4WD has taken about as much interest in this 
aspect of the SNES as I take in ballroom dancing. Instead of 
realising the full effects of the sound channels and wowwing 
you with realistic voices or smartster tunes what THQ have 
decided to do is give you: now repeat after me brrrrrrrrrrb 
brrrrrb brrr. Right, that’s your lot. Oh, don’t for¬ 
get the voice samples - chill to the caressing aurals 
of “Gep greeaavy” and “Vu ghinnn”. Hey, you 
work ’em out I only speak English not Garblese. 

Yet another let down this and I still can’t work out 
why A: People are creating product like this? B: 

Why it is being released? And finally 3: Why I can 
never get these lists right? 


I f a fly lands on the deck of the QE 2 
then it will cause the liner to list by 
one tenth of the width of an atom. 
This fact alone contains more conversa¬ 
tion matter than Road Riot. It is com- 


5TGI/G STHGRTOn 


plete and utter crap so if you fancy off¬ 
road frolics that have no reflection at 

all to what you are trying to input on the joypad then go ahead, make your day. If 
however you treasure your hard-earned Christmas money from that caring relative 
then give it the widest berth known in history to a SNES game. THQ, please please 
take up another line of business. 


SAND TRACK 

BAJA MEXICO 
DESERT 


HOST FOR THIS 
BAJA BERTHA 


NEW JERSEY 


CONGRATULATIONS 
PLAYER 2 
YOU HAVE MADE 
THE TOP TEN LIST! 


PLEASE ENTER 
YOUR INITIALS : 


LAS VE6AS 

PLAYER 1 CRED3 

RACE WINNINGS: 
OOOOO 
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The red car \e going 
hell for leather- 
but me I’m the blue 
car - and IVe gone 
for a brew. 
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In the past few months we have reviewed, and given space to 
some very bad games. Now although we could ignore these 
games, or perhaps merely give them a column or two of space 
this would be a massive mistake, the SNES is the greatest con¬ 
sole out on the market at the moment and the software avail¬ 
able is on the whole the best you can get. 

However, every now and again a duff game shows up and 
if it’s not ‘shown up’ by us then you aren’t going to be in a very 
smart position when you get to your dealer. Packaging can 
sometimes be deceptive and if you don’t know that a game is 
bad and why in our opinion it is bad then ^^ 

you might be tempted to buy it - not a 
good thing. A lot of the time the 
prospect of doing a review like this is 
not very appealing, it means playing a 
tedious game over and over again until 
you’ve got it nailed and then writing all B 
this negative stuff. The thing is if we 
don’t do this nobody else is going to, not 
the retailers, not the software house and 
unfortunately not a whole lot of other 
magazines. Super Action doesn’t pull 
punches we give you the full story B 


somcs_40% 

GamePLay_ 35 % 
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Herer it is in all its 
glory, an actual race. 
You can pick up the 
edge of your seat 
action with this one 
picture can’t you. 


I ’m pretty appalled by this game, I 
see no reason why any of us should 
be subjected to such low quality soft¬ 
ware when the SNES is obviously capa¬ 
ble of much more. Everything about it 
is abysmal it has no redeeming qualities 
and though when I started playing it I 
having a good old chortle it’s got 


BACKWOODS BfcH 


was 

me rankled now, that’s why I’ve pulled 1 ^ 

out my soapbox. The graphics are fuzzly T/J ^ I 

and scroll very badly. The sounds are I 

shoddy and of a quality seldom found JJI 

on a SNES. Finally on this score the Ifp ?||Ts 

gameplay is crazy, I have never seen a ■; 

two player game that tires so quickly, - 

normally they have some saving grace 

but not here. This is annoying - a lot 

of money has been spent on SNES 

games this Christmas and I’d hate to __ 

find out that anybody woke up on the 

big day to find this in their stocking. 

There are some corking games out there, just make sure that anyone who is buying 
you a surprise game doesn’t shock you with this one. 


IOWA 


The sucker award is 
for anyone who 
comes last - or 
spends hard-earned 
cash on this game. 
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Where have we seen 
this kind of secret 
magic used before? I 
wonder if it was 
Streetfighter 2? 


Oh my gosh! A 
flying punk 
lands a rather 
painful flying 
kick on target. 


H oward Geese is a bad dude. He is evil, greedy, murderous and 
somewhat effeminate. He has a problem. He wants to take over 
the city. So far, it has proved easy. A little muscle here, a few 
threats and bribes there, politicians and officials have buckled under his 
will. The city would crumble and fall into his hands if it weren’t for 
those damned martial arts dudes. 

Three guys have taken Howard Geese to task. They are making their way 
through the city, defeating the minor crime bosses, gradually hunting down Mr 
Geese. The best fighters available are no match for these three. They are not 

afraid of gun, knives or fists. No man 
can stand against them, except per¬ 
haps Geese himself. Howard Geese 
is an incredible fighter. When the 
three renegades arrive, he’ll be wait¬ 
ing and ready. Howard however, is 
worried. The reports he has had sug¬ 
gest that each fighter has a magic power 
a secret ability. How can any mortal 
stand against them? Only time will tell. 
Let them come, let them try their 
best. They will fail and die trying. 


HD 


GRRD 


3 


of Ballon. West Yorks 


for supplying (lie 


D532 5011443 


nails to Canale Pin 


TGRRy BOGaRD 

Terry is the top geezer, the main man, the big boss. He leads 
the gang and as a result, he is the best fighter. Although he 
looks a bit silly, with a baseball cap and a pony tail, he 
really can dish out a thrashing to anyone foolish enough 
to mess with him. He’s young and brash and relies on 
both speed and aggression when he fights. Terry has 
mastered the art of karate and in the process learned a 
few magic moves. 

The first of these is a flying punch, his fist turns into 
a fiery torch and the effect is devastating. His second 
move, is a somersault kick, very fast and fairly powerful. 

His third move is an upside down punch, slow but 
strong. His fourth and final move is an amazing 
explosion. Terry hurls fire at the ground, wiping out any¬ 
thing it touches. All 
these moves are 
performed using 
techniques similar 
to those employed 
in Streetfighter 2, 
mostly those circular 
sweeps of the joypad 
that we all love. 
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little bloke! How 
can he knock a 
big lad like you 
down? 


aroy BOGaRD 

Andy is Terry’s younger brother. Andy is a Kung Fu master. He 
spent years training in gyms in Chinatown and soon became 
more adept than his masters. Andy’s techniques are based on 
skill and accuracy and he can defeat the strongest of opponents 
with a well aimed blow. His kicks are especially strong. Again, 
Andy can use a number of secret moves, magical abilities 
learned from ancient masters. 

His first is a speeding charge, he becomes a blur and hits 
opponents with unbelievable speed. His second technique is a 
spinning punch. Arms outstretched he whirls around like a 
hurricane, instantly flooring anyone in his path. His third move 
is a more conventional 
flying kick, but the sheer 
weight and force is 
terrifying. His fourth 
and most effective 
move is a blaze of 
cobalt fire, curving out 
in a devastating arc. 

None can withstand the 
full force of this blast. 

Dangerous and fast, 

Andy is a swift and bru¬ 
tal fighter. 


SO WHO STaRTGD IT? 

Okinawa is an island just off the coast of Japan. It has long been admired by the 
Japanese for the fighting spirit of its inhabitants. Japanese forces invaded the place hun¬ 
dreds of years ago to discover that the Okinawan people were a very rowdy bunch. 
All of them, from farmers to kings, were _ 


armed to the teeth with all manner of 
sharp and dangerous weapons. The 
Okinawans lopped off quite few 
Japanese heads before they were finally 
silenced. 

The only way the Japanese could 
find to quell the rising tide of violence, 
was to ban any kind of weapon from the 
island. The Okinawans were horrified. 

Fighting was all they lived for. 

Fortunately, Okinawan fighters had long 
since learned the art of Kung Fu from 
Chinese friends accross the sea. They 
called it China Hand. The characters that 
make up the Okinawan word China 
Hand, also mean Empty Hand in 
Japanese. The word they used, was 

Karate. This was not the first martial art, but to date, it is the most advanced and 
effective unarmed fighting technique and in its original form, it was designed to kill, 
rather than injure an opponent. Karate has popularised martial arts all over the world, 
setting the scene for every beat em up. Kick ass. 
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Geese is about to 
plant a rather hard 
foot in our hero's pink 
parts. We suggest 
you move. 


really enjoyed getting to grips 
with this game. Sussing out the 
special moves was as much fun 


ana as frustrating as tne venerdoie 
Streetfighter 2. Having said that ^ 

though it still isn’t a patch on it. 5 j m O l~T K i f f 3 il G 

Perhaps it is our fault for employ¬ 
ing direct comparison to ‘the 

street’ but this game is never going to come off well in such a showdown, as a two 
player game it has great graphics, smart sonics and once you get into it the game- 
play is smart. I didn’t really enjoy the one player game, at first everyone was too 
tough but pretty quickly the learning curve kicked in and spat me past the pain 
barrier. In the end though it’s just too easy tfl finish. 


The ability to 
move in and out of 
the backgrounds 
is missing from 
the Super 
Nintendo version 
of Fatal Fury. 


BaD Guys TOO 

The bad guys in Fatal Fury are scary. There are eight and each 
uses a specific fighting technique. You can take on the first four 
in any order, but must face the last four in the order choose. 

The fighters become more difficult as you progress and 
Geese, the final fighter, is the hardest of the lot. Each has his 
own special move and will use it, even if you haven’t mastered 
yours. It’s possible to control the other fighters using a secret 
option which is very easy to discover, but we’ll let you do it for 
yourselves. The other fighters are as fol¬ 
lows: Duck King, Richard Myers, Tung Fu 
Rue, Michael Max, Hwa Jai, Raiden, Billy 
Kane and finally, Howard Geese. You 
have to take on each fighter on his own 
turf, with a large crowd watching the 
whole time. 
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Will Thai boxing prove 
a match for the 
might of Howard 
Geese? Only time 
will tell. 
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F atal Fury is bound to be com¬ 
pared with Streetfighter 2 but 
to be honest, there’s no real 
comparison. It looks the part, the 
graphics are gorgeous throughout and 

the animation is surprisingly good. Each Ff3nk O’ConnOf 
character has a wealth of moves at his 
disposal and it plays well enough. The 
game is very fast and very slick and 
that could be its main problem. It’s all 
over so quickly. Fights often last a mat¬ 
ter of seconds, win or lose. There is no 
real strategy to learn and special moves 
make fights a little too easy. Everything 
hangs together nicely enough but it 
doesn’t really shine. The sound effects 
and music are almost identical to- the 
Neo Geo version and it makes you won¬ 
der why anyone would pay £150 to play 
that version. For forty quid, this is rea¬ 
sonably good value and probably a 

must for those who loved Streetfighter 2 but want a new challenge. Just don’t 
expect it to be as good. 



Frank O’Connor 
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A colossal punch in the 
30 b may stun you for a 
while, allowing an 
enemy to give you a 
proper duffing. 


The best form 
of defence, is 
offence, so get 
in there boy. 
Kick butt. 


JOG HIGaSHI 

A half American, half Thai fighter, Joe has mastered the barbar¬ 
ic forms of Thai Boxing. His elbows and knees are his most 
effective weapons and bones crunch when he makes contact. 

Joe learned everything he knows from his father, 
Thailand’s greatest warrior. Joe works best at close quarters 
and can generate massive power with little movement. His 
magic abilities equal those of Andy or 
Terry and some would say are better. 

His first technique is a flaming kick, 
his foot ablaze will destroy an enemy. 

His second move is easy to perform and 
very powerful, his rapid punches termi¬ 
nate in a small explosion of light and 
power. His third move is difficult to per¬ 
form but lethal, he becomes a human 
torch, blazing his way through the tough¬ 
est fighter. Last but not least is his amaz¬ 
ing whirlwind technique. Calling on the 
power of nature he can unleash a spin¬ 
ning wind of death. This tends to happen 
when he eats beans. 
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I ooee with this 
improved wave las 
you end up in the 
drink with Davy 
J ones’ Locker. 


R obots eh? What a bunch of complete geeks. They can’t even climb 
the stairs but somehow they’ve managed to conquer the Earth. 
Why? What is their problem with humans? I mean, we made them, 
they owe us at least that. 

Anyway, almost every single human was destroyed more than a 1000 years ago 
and there’s only one left. Some robots have become intelligent and rebelled against 
the higher robot forces. They have built an incredible weapon, the Dynamor Suit. This 
armoured outfit endows the wearer with incredible abilities, 
including flight and an awesome array of weaponry. 

Unfortunately for the robots, it needs to interface with a human 
brain. They awake you from cryogenic slumber and after telling 
you that your family and friends have been dead for a 1000 
years, ask you to help them out. 

As you can imagine, this would cause considerable distress 
to even the most insensitive individual, but it’s amazing what a 
gallon of beer will do for your nerves. You decide to help them 
out. Strap on the suit, jet to the stratosphere and take on the 
might of a robot empire. I bet you drink Carling Black Label.... 


HRGPOWER: 

I Nucleon Propulsion Launcher 
2 Turbonic Laser Systems 
2 Ultra Shock Generators 
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HEIGHT: 75 feet 3 inches (big) 

WEIGHT: 150 Tons, however, a special Gravity Manipulation 
System will allow the user to manipulate the suit as if it 
weighed only 15 tons (light as a fairy). 

POWER SLIPPLy: 

I Turbo Generator (4303 lbs./cu feet) 

2 Nucleon Generators: (172,700 lbs./cu feet, x2) 

2 Ram Jet Engines (30,800 lbs./cu feet x2) 

I Plasmatic Combustion Engine (18,000 lbs./feet) 


WH3T 3 SLIT 

The Dynamor Suit is a fairly pokey piece of kit and just in case you’re a train spotting 
kind of guy, here are the technical specifications. Mind you, they’re all entirely fictional 
so don’t try building one at home kids. 
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Winged fiends terrorise 
city? Just wait til’ 
they get a load of me. 


O* a distant planet where 
/ Honan life disappeared a 
ndhmniuft ago, the only 
Jpp inhabitants are a nartial 
society of ultra high-tech 
'l robots and the enslaved 
class of mechanized 
creatures whose fate it is 
W now to serve their 
\ Masters ^ 




CL6I/6R BOmBS 

Smart bombs first appeared in that ancient classic Defender. 
The concept was simple, a bomb that destroys everything 
except the craft that dropped it. 

The smart bomb has appeared in almost every shoot ’em 
up since and in a number of guises. Perhaps the most ridicu¬ 
lous, was the smart bomb used in Shinobi, where the ninja 
explodes and takes all the bad guys with him. The smart bomb 
used in Imperium is more conventional. A massive arsenal of 
nuclear missiles is let loose, which fills the screen and destroys 
everything it touches. You only have 
three to begin with so, as ever, use them 
• wisely and try to save them for those 
end of level encounters. Smart bombs 
also destroy incoming bullets and work 
as a sort of indestructible shield. 


Raw power 

The Dynamor suit is more than just a big pile of metal. It’s possibly the most danger¬ 
ous thing in the Universe and in the wrong hands, it could spell disaster. It is in fact in 
the wrong hands and disaster is only a short while away. You can power up the 
already shocking weaponry by completing levels. The weapon you start out with is a 
twin beam cannon. Not awfully dangerous but very fast indeed. Good for dealing with 
small, numerous nasties. 

The second weapon you’ll find is the Saber. Again, this fires twin beams, or 
rather waves of energy. These wash out in a destructive arc, covering a fairly wide 
area and dealing swiftly with most 
adversaries. The third weapon is a 
spectacular laser cannon which 
proves to be incredibly destructive. 

Last and possibly least, is the 
Shooting Star weapon. This fires 
plasma bolts in the opposite direc¬ 
tion to that in which you are flying. 

Useful only when you are on the 
run, otherwise, annoying and stupid. 







WHERE THERE’S LIFE 

The first thing you notice about Imperium is the fact that you 
only have one life. This can prove quite distressing. Most games 
of this type give you at least three lives and more often than 
not, five. Having one life can make things very difficult. 

Fortunately, this situation is relieved somewhat by the 
inclusion of an energy meter. This starts with three points, one 
of which is removed each time you are hit, with zero points 
resulting in your termination. This life meter is increased by 
one point every time you increase your weapon power. 

Eventually, you can sustain quite a number of hits before 
you shuffle off this mortal coil. However, reaching that state of 
affairs takes a lot of practice and hard work. Imperium can be 
very hard indeed. 
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If you’re getting nowhere while playing 
Imperium, you should probably look at 
the way you use your weapons. 
Choosing the one that looks nicest will 
probably get you nowhere. By far the 
best method of play, is to use the 
Saber weapon for most things, power¬ 
ing it up when necessary to deal with 
the vast numbers of incoming baddies. 
When something bigger arrives on 
screen, switch immediately to Laser. 
This will work a lot faster than just using 
Saber. This technique is best 
employed on end of level critters, 
combining the power of the Laser with 
the awesome destructive force of the 
smart bombs. Again, try to keep smart 
bombs until the end of a level, they 
should be renewed on the next stage. 




vffej/gjfr \ 


Watch out for 
this evil fiend 
cand his 
swinging arms 
of doom. 
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A sudden burst of 
speed and you’re 
closer still to the 
final confrontation 
with evil. 
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Those nasty 
green laser 
weapons may 
end things. 



Steiy e atherton 


n othing new and fantastic going 
on here, we see a lot of these 
and this one does not yell “buy 
me” at the top of its voice. Weapon 
selection is the only strategic point of 
the game, with many different attach¬ 
ments for your metal suit affair. 
•Backgrounds are pretty and quite well 
detailed, though not enough to mouth 
off about. To be honest I found this 
game a bit to easy, coming from me 
that says something as shoot ’em ups 
a^e not my thang at all. I think if 
pushed, I’d save the world another way. 


T his, I’m afraid, is exactly the 
same as every other vertically 
scrolling blaster that you’ll 
find. It has the usual features, extra 
weapons, smart bombs and end of level 

guardians, but there’s nothing new to pTBPlk CD * Cl CD n I~1 CD V 
lift it above the crowd. The graphics are 
highly detailed and often very pretty. 

Sadly though, they make little use of 
the Super Nintendo’s amazing abilities 
and the result is somewhat disappoint¬ 
ing. The ability to switch weapons at 
will adds a touch of strategy, but not 
enough to maintain any long lasting 
interest. The sound effects are the usual 
cacophony of explosions and laser nois¬ 
es and again, nothing very special.*The 
gameplay is solid enough, just hard 
enough to keep you going. It only has 

six short levels though and a couple of KiMaMI ^ 

weeks is all that’s required to complete 

it. The question is, will you come back for more? The answer I’m afraid, is probably 
not. It’s just too similar too everything that’s come before. How long before some¬ 
one comes up with an original blaster? We won’t hold our breath. 


Frank O’Connor 
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The gun port in the 
centre spews out 
plutonium death. 
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NEO-GEO 

PAL OR SCART 


£ 252$3 


C MEGADRIVE 


BARE KNUCKLES . £32.00 

KID CHAMELEON . £34.00 

QUACK SHOT . £26.00 

SONIC HEDGEHOG . £26.00 

BUCK ROGERS . £37.00 

JORDAN VS BIRD . £30.00 

PGA GOLF . £34.00 

JOHN MADDEN . £32.00 

MAGICAL HAT. . £15.00 

BAD OMEN . £31.00 

GHOULS & GHOSTS . £29.00 

GOLDEN AXE II . £30.00 

MERCS . £33.00 

ROAD RASH . £34.00 

TOKI . £32.00 

OLYMPIC GOLD . £33.00 

D. ROBINSON SUPREME COURT . £35.00 

EA HOCKEY . £32.00 

F-22 . £37.00 

SPIDERMAN . £27.00 

J.MONTANA SPORTS TALK FBALL....£32.00 
SUPER SHINOBI . £23.00 


STRIDER . 

FI CIRCUS . 

....£24.00 

£37.00 

HELLFIRE . 

£21.00 

SHADOW OF THE BEAST. . 

....£29.00 

TOE JAM & EARL . 


SPLATTER HOUSE 11 . 


GYNOUG . 

....£18.00 

PITFIGHTER . 


MEGADRIVE 

r 


SIDE POCKET . £34.99 

ALIENS III . £36.99 

ATOMIC RUNNER . £34.99 

TAZMANIA . £35.99 

TEAM USA BASKETBALL . £35.99 

SPORTS TALK BASEBALL . £35.99 

CYBERCOP . £37.99 

AQUATIC GAMES . £32.99 

DRAGON S FURY . £33.99 

TEST DRIVE II . £35.99 

DUNGEONS & DRAGONS . £42.99 

GALAHAD . £34.99 

GREEN DOG . £33.99 

LEMMINGS . £34.99 

MARBLE MADNESS . £29.99 

NHL HOCKEY 93 . £34.99 

OLYMPIC GOLD . £34.99 

PREDATOR II. . £34.99 

ROLUNG THUNDER II . £35.99 

BART VS SPACE MUTANTS . £34.99 

SUPER VOLLEYBALL . £21.99 

TASK FORCE HARRIER . £31.99 

THUNDER FOX . £34.99 

WINTER CHALLENGE . £32.99 

WORLD CHAMP SOCCER . £29.99 

YSIU . £39.99 

DESERT STRIKE . £33.99 

PITFIGHTER . £33.99 

ROBOCOD . £34.99 

WWF . £34.99 

PACMANIA . £33.99 

ARCH RIVALS . £33.99 

BULLS VS LAKERS . £37.99 

CALIFORNIA GAMES . £33.99 


SUPER ADV. ISLAND . £38.00 

WWF WRESTUNG . £36.00 

TURTLES IN TIME IV. . £44.00 

PARODIUS . £44.00 

AREA 88 . £32.00 

MAGIC SWORD . £38.00 

STREET FIGHTER n . £55.00 



SOCCER BRAWL . £117.99 

ROBOARMY . £127.99 

NAM 75 . £62.99 

CYBERLIP . £62.99 

MAGICIAN LORD . £89.99 

. £89.99 


GAME BOY 

“ — TBMl 




•« mm ««*£$9»00 




MICKEY’S MYSTIC QUEST . £43.99 

OUT OF THIS WORLD . £43.99 

SUPER STAR WARS . £43.99 

STREET FIGHTER 11 . £55.99 

DESERT STRIKE . £42.99 

COOL WORLD . £43.99 

TINY TOONS . £42.99 

NHLPA HOCKEY 93 . £42.99 

JOHN MADDEN 93 . £41.99 

ROAD RUNNER . £42.99 

TOM & JERRY . £42.99 

MARIO KART . £43.99 

BLAZE ON . £38.99 

SPACE MEGA FORCE . £37.99 

TURTLES IV . £39.99 

ROBOCOP HI . £39.99 

ACTRAISER .£37.00 

WORLD LEAGUE SOCCER . £33.00 

ZELDA HI . £36.99 

LEMMINGS . £39.99 

PILOT WINGS . £37.99 

SIM CITY . £37.99 

AXELAY . £44.99 

KA-BLOOEY. . £39.99 

SUPER PLAY ACTION FOOTBALL . £39.99 

RACE DRIVIN THQ . £39.99 

RAMPART . £39.99 


BLUES BROTHERS . £21.00 

STAR TREK . £22.00 

ADVENTURE ISLAND . £22.00 

KICK OFF . £20.00 

BEETLE JUICE . £20.00 

WWF WRESTLING 2 . £22.00 

PITFIGHTER . £22.00 

DRAGON S LAIR . £22.00 


•- nil i 1*11111 IIHiimIIIf \wmr\h ( 


BATMAN . £23.00 

GADGET TWINS . £22.00 

OLYMPIC GOLD . £24.00 

ASTERIX. . £24.00 

SPIDERMAN . £24.00 

OUTRUN EUROPA . £24.00 


HARDWARE 


■■■■ 


GAMEGEAR . £85.00 +P&P 

GAMEBOY + TETRIS . £64.00 +P&P 

GAMEGEAR + COLUMNS . £89.99 +P&P 

MEGADRIVE SCART . £94.99 +P&P 

PC ENGINE SCART . £94.99 +P&P 


SONIC II . £34.99 

STREETS OF RAGE 11 . £35.99 

MICKEY & DONALD . £35.99 

PGA TOUR 11 . £35.99 

SUPERMAN . £35.99 

X-MEN . £35.99 

TERMINATOR II. . £35.99 

LOTUS TURBO CHALLENGE . £35.99 

CHAKAN . £35.99 

YOUNG INDIANA JONES . £35.99 

ALIEN VS PREDATOR . £35.99 

CAPTAIN AMERICA . £35.99 


..£43.00 

ran no 

BART’S NIGHTMARE . 

WWF . 

TOP GEAR . 

. £41.99 

.£41.00 " 

..£36.00 

SPIDERMAN . 


..£44.00 

- 

VK _J 

..£38.00 

■0Z NEO-GEO 

£36.00 

£26 00 

KING OF THE MONSTERS U . 

.£ 133.99 

£43 00 

LAST RESORT . 

. £133.99 

foij fin 

SUPER EIGHTMAN . 

. £133.99 

£44 00 

FOOTBALL FRENZY. . 

. £109.99 


ANDRO DUNOS . 
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' Our premises are bulging with games, so if you don't see what you want do not despair Just call! All Postal orders and credit card purchases will be whisked to 

you the same day. All prices subject to change and availability. Post and packaging - Games SA - Handhelds £5 - Consoles £7.50 








AS MENTIONED ABOVE, WE ARE GIVING AWAY 3 NEO GEOS THE MOST 
ADVANCED GAMING CONSOLE THE WORLD HAS SEEN AND YOU DON'T 
EVEN HAVE TO BUY ANYTHING TO ENTER. - EVEN IE YOU RE NOT 
ORDERING STILL COMPLETE THE ORDER FORM OPPOSITE WITH YOUR NAME 
ADDRESS AND TELEPHONE NUMBER. TOGETHER WITH YOUR ANSWERS BELOW. 
BELOW ARE THREE PHOTOS Of NEO-GEO GAMES IN ACTION WITH CHOICES ABOVE. JUST 
INDICATE WHICH GAME YOU THINK THEY ARE, E.G.. IE YOU THINK PHOTO 2 IS NAM 75 THEN 
nJT A IN THE BOX BELOW THE PHOTO. 

SEND YOUR ANSWERS TO US AND THE SEXIEST CONSOLE IN THE UNIVERSE COULD BE YOURS. 


A NINJA COMBAT 
B FOOTBALL FRENZY 


A NAM 75 

B RING of the MONSTERS 


A FATAL FURY 
B MAGICIAN LORD 




ORDER FORM 

Send to this address: 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 
LEEDS LSI 8 40F 


NAME 


CUT HERE 


ADDRESS 


POSTCODE 


Please rush me the following telephone no. 


ITEM 

PRICE 

PQST/P 

TOTAL 

























ni . . /nrv GRAND TOTAL 

□ /a nhoniioe/Dn c> 



Credit card number 


Expiry Date 



□ 

Credit Card 


□ 

Postal Order 


msj 































































































































































































































lintendo’, ‘NES’. ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 



S pace Commandos. Don’t you just hate them? 
They’re the scum of the Universe, launched into 
space from an unknown planet, destination, 
Earth. I hate them. They’re filthy alien vermin. 
Fortunately for Earth, the newly formed Gunforce 
bbb ___ bibbbb ^ mmmmm —team has just com¬ 
pleted basic training. 
* As a result, the 

4k Commandos could be 

" in for a bit of a nasty 

Armed to 


surprise 
t * ie teet h» as vicious as 
pit-bulls and twice as 
u Siy» the Gunforce 
J squad know how to 
ml , .1 kick ass. 

The Commandos are 

^^^ scattered all over the 

planet and the Gunforce 
crew must accomplish a number of missions in order to secure 
world peace. These missions will take them into all kinds of 
dangerous terrain, jungles, mountains, 
deserts and cities. None of this could be 
U^ggjjSJjjJJSjU done without a hefty supply of weapons 
and fortunately, there are plenty around. 
The final objective is a mystery, even to 
the Gunforce soldiers, but as they make 
inexorable progress, things start cooking 
in the kitchen. Keep a cool head, keep 
your sidearms at the ready, the future of 
[ jflf the free world is in your hands. Don’t 

cock it up, will you? 




_ 


Although the Gunforce soldiers are a little slow, they can per¬ 
form some quite amazing feats of agility. Considering that the 
armour these guys wear must weigh at least 300 pounds, they 
don’t half jump high. A press of the jump button will send the 
soldiers soaring skywards in a gentle arc, reaching a height of 
six or seven feet. Obviously this is useful for negotiating the 
various platforms you encounter. 

Although the ground tends to stay in one place (under 
your feet), sometimes chasms and ravines must be crossed. 
When this happens, pixel perfect timing 
is required and lost footing results in lost i 

lives. When you’re walking on a plat¬ 
form, you’ll encounter just as much dan¬ 
ger as you did on the ground. Pulling ^ 
down and pressing jump will cause your 
soldier to clamber down from his perch, |? j|Q^ I 
back to good old Terra Firma. Jumping, 
is the second most important aspect of 
the game. You will find on later levels 
that you have to ascend great heights ■ jCX 1 

using cable cars. Should you miss one of ^ jls 
these cars, you can grab hold of the sus¬ 
pension wires and inch your way across, 
firing on all cylinders as you go. 1 T** . 


Dad guys rush on 
screen at a horrifying 
rate, stay in the middle 
to avoid sudden death. 


Driving a truck was 
never so much fun. 
Dlast the helicopter 
and keep going. 


HAVE CRUSHED 
THE ENEMY FRONT BASE. 

WILL HEAD FOR 
THE ENEMY SUPPLY DEPOT 


Our hero is revealed 
to be a specky geek. 
Not exactly the 
stuff that heroes 
are made of. 


FGBRUaRy ’93 

super acnon 
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\ne\de the enemy 
atipnghold and 
igs start hotting 
a little. 


TUio PLayeR TORTiLLa 

One of the tastier features of Gun Force, is the option to have 
two players fighting the forces of evil simultaneously. Obviously 
this increases the addictive nature of the game by quite a mar¬ 
gin. Competing with a friend for weapons and points is far 
more enjoyable than a solitary game. This feature is probably 
what made the arcade game such a success. 

The problem with the two player mode is that when a lot 
of sprites are on screen at once, things tend to slow down. 
Although this doesn’t really affect the gameplay, it can be a 
right pain in the butt. You will also find that your pal will invari¬ 
ably reach the extra 
weapons before you. It’s 
possible to have one player 
taking the high road while 
the second player destroys 
all the ground targets. This 
kind of team spirit will reap 
rewards as far as progress 
through the levels is con¬ 
cerned. Sadly though, human 
nature dictates that you will 
probably end up competing 
against each other. 


POWER UR 

As with all games of this type, extra weapons are rife. They 
crop up all over the place. To find them, you have to shoot bad 
guys. When bad guys of a certain colour are destroyed, they 
leave weapons behind. How very courteous of them. These 
weapons are almost essential in order to make any kind of 
progress. 

The gun you start with is a rather pathetic machine gun, 
with limited range and almost pathetic destructive force. 
The most common extra weapon is the Auto cannon. 

This pops up all over the place and simply extends the 
range and power of your standard gun. Bazookas are 
also fairly common and these will tear 
straight through all but the toughest oppo¬ 
nents. Lasers are just as effective and in 
terms of damage inflicted, they rate just 
as highly as bazookas. Flame throwers are 
less comon, but provide a constant stream 
of fire which can be aimed in any direction. 

All these weapons rely on a constant supply 
of ammo which again, can be picked up 
from fallen soldiers. 


















UJHy SO LORG? 

The late arrival of Gunforce actually merited a mention in the 
Super Action news section, but why did it take so long? Irem 
announced that the game was near completion almost a year 
ago and it has only just arrived. 

The main reasons given for its late arrival were the usual 
ones. Constant improvements, late development, tweaks and 
changes. None of this explains why a relatively ____ 
simple game has taken this long to complete. The 
graphics are nothing special and the sound is 
hardly stunning. The cart is a standard eight meg 
job and so size is hardly a problem. It seems to 
me that the problem was caused at development. 

Irem normally program their own stuff and the iAkajff # 

quality is never called into question. It’s a big mys- I 

tery to us and probably a disappointment to Irem. ^pp^l3p| 


. .^arrSr 


yjl lji 1 


somcs_??% 

Ganmaa_??% 

J.aSTaBILIT9....??% 

oraau._??% 


The flame 
thrower is the 
moot effective 
weapon of all. 


Blast the bad guy 
above you if you 
want to get into the 
chopper. 


I wasn’t over the moon with this 
shoot ’em up. There are some fun 
hits to it but nothing that hasn’t 
been done very well before. The graph¬ 
ic are OK and the gameplay engages 
you quite early on but leaves you just 
as rapidly which is quite disappointing. 
•The settings are all pretty exciting and 
the fact that you can occupy captured 
vehicles and the like is fun too but 
none of this rescues the game or makes 
it any more nondescript than it will 
always appear. Bit of a waste of time 
all round this. 


If you look carefully 
behind the waterfall 
you may find some 
hidden goodies. 


ell, we have waited a very 
long time for this and now 
was 


^dHvthat it has finally arrived 
it worth the wait? Certainly the graph- 
ics are attractive enough. The game 

packed full of nice backgrounds and the Prank O’Connor 
sprites are detailed an varied, the ani¬ 
mation of the characters is reasonable __ 

and the music does the game some jus- , \\ 

of. stuff appears screen, ^ he nearly a 

It’s not all bad though. It’s enjoyable 

enough for a while, but you wouldn’t want to spend your own money on it. Not 
that you be dead disappointed if i t arrived as a present. 
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GB ACTION 

Same great mag... 



...brand-new look 

ONLY 99p 

OUT CHRISTMAS EVE 

Another great mag from the creaters of 

SUPER ACTION 

























his is it dudes and 
dudettes, your 
chance to get up there 
with the best of the 
best. If you can beat any 
of the scores listed 
below, get playing! 


Game: 

Streetfighter 2 
Score: Completed 
Lei/eb i 
Rame: 

Frank O’Connor, 

Super Action 

Game: Super Pang 
Score: Completed 
Lei/eb Hard 

name: Lisa Cragg, Super Action 

Game: Axelay 
Score: 54,000 
Lei/eL Hard 
name: 

Simon Kirrane, 

Super Action 

Game: F-Zero 
Score: Completed 
Lei/eb Knight League 
name: Steve Atherton, 

Super Action 

Game: Spanky’s Quest 
Score: 186,000 
Lei/eL- Easy 

name: Ian KTindale, Super Action 

Game: Roger Clemens Baseball 
Score: Won League 
Lei/eb na 

name: Jim Eagers, Super Action 



ITsend all your scores, pictures, letters & laffs to: 

HALL OF HEROES, SUPER aCTIOR, 
Europress Interactive, Europa House, 
Adlington Park, Macclesfield SKI0 4NP 


Name. 


Game. 


Town/City. 


, Level. 


Score/achievement. 


Further comments < 


Game: Strike Gunner 
Score: 580,000 
Lei/el: Hard 
name: Michael Fish, London 

Game: Dimension Force 

Score: 130,000 
Lei/eL Easy 

name: Davie Stott, Newcastle 

Game: Xardion 
Score: 10,000,000 
Lei/eb Hard 

name: Donald Stott, Newcastle 

Game: Mickey Mouse 
Score: Completed 
LeL/eL Difficult 

Mungo Jeffries, Glasgow 

Game: FI Exhaust Heat 
Score: Completed 
Lei/eb na 

name: Frank Smith, Adlington 

Game: Gun Force 
Score: Completed 
Lei/eb Hard 
l~lame: Sue Ward, Edinburgh 

Game: PGAGoif 
Score: 5 under par 
Lei/eb PGAWest 
name: Greg Watson, London 

Game: Top Gear 
Score: Completed 
Lei/eb Expert 
name: Jack Nicholson, Dublin 

Game: Super Mario World 
Score: Complete, 96 Worlds 

Lei/eb na 

name: Albert Brooks, Liverpool 

Game: Outer World 
Score: Complete 
Lei/eb na 

name: Martha McKay, Leeds 

Game: Wing Commander 
Score: Complete 
Lei/eb na 

name: Kevin Costner, Durham 

Game: Parodius 
Score: 54.900 
Lei/eb Omake 

name: Alex Brown, Huddersfield 


Game: Gradius 3 
Score: 700,800 
Lei/eb Easy 

name: Michael Alexander, Bath 

Game: Super Tennis 
Score: Won Championship 

Lei/eb na 

name: Craig Charles, Southend 

Game: Prince Of Persia 
Score: Completed 
Lei/eb na 

name: Stuart Douglas, Edinburgh 

Game: Jerry Boy 
Score: 65,000 
Lei/eb na 

name: Brian Higgins, York 

Game: Desert Strike 
Score: Completed 
Lei/eb NA 

Rame: Gavin Allan, Leamington 

Game: Super Soccer 
Score: Won championship 

Lei/eb na 

name: Sue Q, Manchester 

Game: James Bond Jr 
Score: 670,000 
Lei/eb Easy 

name: Ken Dodd, Knotty Ash 

Game: Hook 
Score: 56,000 
Lei/eb Hard 

name: Kevin Turvey, Birmingham 

Game: Metal Jacket 
Score: 74,000 
Lei/eb na 

name: Alan Sugar, London 

Game: John Maddens Football 
Score: Won Superbowl 

Lei/eb na 

name: Neil West, Cambridge 

Game: Faceball2000 
Score: Completed 
Lei/eb Easy 

name: Arthur Fowler, Bradford 

Game: Road Runner 
Score: Completed 
Lei/eb na 

name: Mary McCarthy, Poynton 

























































SUPER NINTENDO TITLES ALL AT £39.99 

Unless otherwise stated 

TTOP StELLtEk 

SPECIAL OFFER* John Madden Football 

£37.99* Krustys Fun house 

Actraiser Lagoon 

Jams Family Lemmings 

snture Island Magic Sword 

Arcana Mystical Ninja 

J/UN Squadron Paperboy 2 

's Nightmare Parodius (Jap) 

sail Sim. 1000 Pebble Beach 

ibeers Basketball PGA Tour Golf 

stlevania 4 Pilotwings 

eman Ninja Pitfighter 

lessmaster Play Action Football 

ension Force Populous 

arius Twin Race Driving 

>ino Wars Rival Turf 

Drakken Robocop 3 

E.D.F. Romance of 3 Kingdoms 

aust Heat (Jap) Sim City (04.99) 

ntasy 2 (£49.99) Spanky's Quest 

uls 'n' Ghosts Streetfighter 2 (59.99) 

us III (04.99) Streetfighter 2 US (55.99) 

iremans K.O. Strike Gunner 

i In One Golf Super Battletank 

)me Alone Super Bases Loaded 

me Alone 2 Super Bowling 

look (Jap) Super Contra 3 

Nicklaus Golf Super Offroad Racer 


NEW RELEASES: CALL 


ALIEN 3 

AMAZING TENNIS 
BEST OF THE BEST 
BLUES BROS 
BUSTER BROS - 39.99 
COSMO GANG - 39.99 
DEATH VALLEY RALLY 
(ROADRUNNER) (39.99) 
DESERT STRIKE - 39.99 
FATAL FURY (JAP 62.99) 
GUN FORCE 
J.MADDEN 93 
MICKEYS MAGICAL QUEST 
(US 54.99 JAP 52.99) 

NBA ALLSTARS 
NCAA BASKETBALL - 39.99 
NHL 93 

OUT OF THIS WORLD 49.99 
PRINCE OF PERSIA (US 39.99) 
PUSHOVER 39.99 
ROAD RIOT 
SOUL BLAZER - 39.99 
STAR WARS 
TERMINATOR 2 - 39.99 
TINY TOONS 
UNIVERSAL SOLDIER 
WING COMMANDER 47.99 
WINGS 2 39.99 
WORDTRIS 

NEW TITLES ARRIVING DAILY 
- CALL FOR LATEST RELEASES 


Super R-Type 
Super Smash TV 
Super Soccer (£34.99) 
Super Soccer Champ 
Super Tennis (£34.99) 
Thunder Spirits (£39.99) 
Top Gear 

True Golf Classics (£34.99) 
Wanderers from Y's 
World League Soccer 
WWF Wrestlemania 
Zelda III 

SALES OFFERS 

BATTLE GRAND PRIX 29.99 
F ZERO 29.99 
GOLDEN FIGHTER 34.99 
KING OF THE MONSTERS 34.99 
FI CIRCUS 34.99 
SUPER PANG 34.99 
TURTLES IV 34.99 
MUSYA ALESTE 29.99 
PHALANX 34.99 
ROCKETEER 29.99 
PRINCE OF PERSIA 39.99 
RPM RACING 29.99 
WORLD CHAMP BOXING 29.99 


FIRE S.NES Games Converter (Plays Pilotwings & Super Mario Kart) 
NOW only £12.99 ( + £1.50 P&P) 

Pro Action Replay - £39.99 
Fire Joy Card - £16.99 Carry Case £ 17 .99 


CONSOLE 

PLUS! 


l-j ~ j- SALES HOTLIISIE (0532) 500-445 ESMJ 1 

265 SELBY ROAD, HALTON SHOPPING CENTRE, HALTON, LEEDS. LSI 5 7JR 


OFFICIAL UK SUPER 
NINTENDO SYSTEM 
SNES STREETFIGHTER 2 PACK 

£ 154.99 

Version also available with UK-US/JAP 
convertor plus a game of your choice 
(up to £44.99) - NOW Only £194.99 inc.P&P 



Market Square 
Wed, Frl, Sat 
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I f youVe having problems finding 
Super Action then worry no more. This 
fabulous 100% Super Nintendo dedicated 
mag, could be yours each month for the 
delicious price of just £1.25 an issue. 


You’ll receive Super Action, delivered to your door 
before it’s available in the shops. 




SEND YOUR COMPLETED DETAILS TO: 
Europress Direct, 
FREEPOST, Ellesmere Port, 
South Wirral, L65 3EB 
(No stamp needed if posted in UK) 

YES! I want to subscribe to the 
brand new 100% Super Action 


Tick the appropriate box 

I live in the UK (£15) in 

I live in Europe or Eire (£23) in 
I live outside Europe (£33) §□ 

This order form is not valid after 28th February 1993. 
SA February ’93. 


1 


- O R M 

YOUR NAME & ADDRESS 


Name_ 

Address 


_Postcode_ 

Tel No___ 

□ Please tick if you wish to receive promotional material from other companies 


METHOD OF PAYMENT 


□ I enclose a Cheque/Postal Order payable to Europress Interactive 
(UK Only) 

I] Please debit my Credit Card. 

Sisned_Expires 

Credit Card No. □□□□ □□□□ □□□□ □□□□ 

3507 

Quarterly Direct Debit (£3.75 - Please complete form opposite) 
UK ONLY. Please send ordinal form, do not fax or photocopy. 













































PRESERVE HOUR COPU nOUl 


We are offering 12 month 

subscriptions at a ridiculously low £15 a 
year - a saving of £8.40 on the cover 
price. That's just £1.25 an issue - a 
HUGE discount of 35% !! Or you can pay 
by direct debit for just £3.75 a quarter. 


All you have to do is phone in 
your credit card subscription on05 I 357 
2961 any time day or night, or complete 
the form below and post it to us. If you 
prefer the convenience and safety of a 
direct debit, please complete the 
additional form below. 



DIRE 


B I T 


FORM 


Complete this form ONLY if you have ticked the Direct Debit Option opposite. 


SUBSCRIPTION DIRECT DEBIT INSTRUCTION 


AUTHORITY TO YOUR BANK/BUILDING SOCIETY TO PAY DIRECT DEBITS 


Please complete the section on the 
right to instruct your Bank/Building 
Society to make payments directly 
from your account. Then return this 
form to us - no stamp needed! 

Europress Direct 
FREEPOST 
Ellesmere Port 
South Wirral L65 3EA 

Originator's Identification No. | || || || || |[ | 

Ref No. 

Bank/Building Society may decline to accept instructions 
to pay Direct Debit from some types of accounts. 




Your instructions to the Bonk/Buiiding Society: 

•I instruct you to pay Direct Debits from my 
account at the request of Europress Ltd. 

•The amounts are variable and may be 
debited on various dates. 

•NO ACKNOWLEDGEMENT REQUIRED. 

•I understand that Europress may change 
the amounts and dates only after giving 
me prior notice. 

•I will inform the Bank/Building Society in 
writing if I wish to cancel this instruction. 

•I understand that if any Direct Debit is 
paid which breaks the terms of the 
instruction, the Bank/Building Society will 
make a refund. 


Name of Bank/Building Sodety. 

Address. 


Name of Account. 


Your Account No. □□□□□□□□ 
Sort Code □□□□□□ 


Signature(s). 


Date. 


Your subscription will commence with 
the first available issue. 


















H ello everybody and welcome to the special 
Valentine's issue of Barry Diablo's Cheats of 
Doom. Because I love you so much, I’ve decided 
to give you some truly fabulous hints and tips. Just a 
quick one while I remember though, if you have Super 
Mario World (and only a few don't) and you have 
reached Special stage, try this for a super treat. 

Just hang around with Mario standing on any map 
icon (in Special stage of course) and let the music play a 
total of ten times. This takes about five or six minutes. 
When it has finished those ten cycles, you should hear a 
very long and very impressive musical tribute. Try it and 
enjoy the other cheats we have for you this issue. 




Here are the codes for this jolly little flight type game: 


Plight Area 2: 985206 

Plight Area 3: 394391 

Plight Area 4: 520771 

Secret Command One: 108048 
Flight Area 5: 400718 

Plight Area 6: 773224 

Plight Area 7: 165411 

Plight Area 8: 760357 

Secret Command Two: 882943 


■5 

& 

I 


OU peBRuaRy ’93 

On super acTion 


You bought the game, now let it be totally ruined for you; 

Level 2: Bartman 
Level 3: Smithers 
Level 4: Snowball 
Level 5: Jebediah 

There, now go out and buy another one. 


a 






ilium limn 


Tired of bowling duff games? Sick of 
the ridicule? Well now you can have 
the perfect game to cut out and keep 
with this little routine. 

Pick a male right handed bowler 
and give him the I 6 pound bowling 
ball then choose medium or high oil 
on the lane. Set difficulty to normal 
and when you go to the game itself 
move all the way to the right side of 
the screen. Now move the pointer 


Always ahead of the times, here are some action replay 
codes for Road Runner epic featured within these infa¬ 
mous pages: 


7E1F2002 Infinite lives 
7E1F1E06 Infinite energy 


three taps to the left using the top L 
button. While the curve meter is 
going back and forth stop it on the red 
arrows, or all the way to the far left. 
Once the power meter appears, stop 
the meter when the brackets are the 
furthest apart (or when the meter is at 
full power). When you let go of the 
ball, it will curve to knock all of the 
pins repeat throughout the game and 
guess what? Champagne screen. 


~~~ 



























MlH 



When you do this the title screen re-appears with the 
round number in the middle of the screen, press UP or 
DOWN to change the round numbers from I to 99. 

That’s as far as you might have got right? Well hold 
your breath and eyes down for the entire game by enter¬ 
ing the following at the password screen. 


And there’s more! Try this code for entering the third 
plane: 

HCCWD 

Each plane has different levels ranging from upside-down 
mazes to stages where movement is seriously limited. 
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53530 
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NINTENDO 16-BIT 


JAPANESE VERSION 
SCART £P.O.A 
60 HZ ONLY 
INC, PSU, PAD, ALL LEADS 


USA SNES VERSION 
SCART £P.0.A 
PAL 1 £P.0.A 
60 HZ SYSTEMS 

INC, PSU. PAD, ALL LEADS 


USA SCART 
SYSTEM PLUS 
STREETFIGHTER II 
GAME £P.O.A 


UNIVERSAL 
CONVERTOR 
RUN USA/JAP/UK 
SOFTWARE £12.99 


ACCESSORIES 

PAL I BOOSTER.34.99 

SCART LEAD.14.99 

AUDIO LEAD.9.99 

SOFTWARE USA JAP 

ACTRAISER.41.99.34.99 

ADDAMS FAMILY.41.99.39.99 

AMAZING TENNIS.41.99.41.99 

AXELAY.44.99.39.99 


CONTROL PAD-ASCII.19.99 

SCOPE GUN+GAMES 59.99 

STEALTH JOYSTICK.29.99 

APPOLLO JOYSTICK.69.99 


S.F.11 JOYSTICK.59.99 

CAP COM JOYSTICK.89.99 

SN PRO PAD-CLEAR.14.99 

PHILLIPS MK11 LEAD.. 14.99 


FACEBALL 2000.41.99.- NBA ALL STARS.41.99. - 

FATAL FURY . -.64.99 NCAA BASKETBALL...41.99 . - 

FINAL FANTASY II.49.99 - NHL HOCKEY 93.44.99.44.99 

FINAL FIGHT.44.99.44.99 NINJA BOY.41.99.- 

GUNFORCE.41.99.39.99 OUT OF THIS WORLD.44.99.44.99 

BART NIGHTMARE.41.99 . - G. FOREMAN BOXING41.99.- PARADIOUS.-.44.99 

BATTERUP . 44.99 . - HOME ALONE II.41.99.- PHALANX.41.99.39.99 

BATTLE CLASH . 41.99 . - IMPERIUM.41.99.- PILOT WINGS.41.99.41.99 

BUSTER BROS . 44.99 .- JAMES BOND JR.41.99.- PRINCE OF PERSIA ...41.99.41.99 

CASTLEVANIAIV.41.99.39.99 J. MADDEN 93.44.99.41.99 PRO SOC- FOOT/B.-.24.99 

CHUCK ROCK . 41.99 .- J. NICKLAUSGOLF.41.99. - PUSHOVER.41.99 . - 

CLUE . 41.99 . - KING OF MONSTERS .41.99.39.99 Q BERT.41.99 .- 

CONTRA . 41.99.39.99 LEMMINGS.41.99.39.99 RACE DRIVING.41.99.- 

CYBER SPIN . 44.99 . - MAGIC SWORD.44.99.- RADIO FLYER.44.99.- 

DESERT STRIKE . 41.99 .- MARIO KART.44.99.44.99 RAMPART.41.99.- 

DINOSAURS .41.99.39.99 MARIO FAINT.49.99.44.99 RIVAL TURF.41.99.39.99 

DOUBLE DRAGON.44.99.44.99 MARIO WORLD.41.99.41.99 ROAD RUNNER.44.99.44.99 

DUNGEON MASTER . 49.99 .- MIGHT & MAGIC II.49.99.- ROBOCOP 3.44.99.41.99 

F. ROC . 41.99.- MONOPOLY.41.99.- ROCKY/BULLWINKLE.44.99.44.99 

RETAIL STORE 

2 Gladstone House, High Road, Wood Green, London N22 OAA 
(Corner of Gladstone Ave). (100 yards from Wood Green Tube Station) 

Tel: 081 - 889 9412 Fax 081 - 889 9413. 

ALSO RETAIL STORE AT: 

257 - 258 Tottenham Court Road, London W1 9AB. Tel: 071 - 631 4627 


CONSOLES 

EST. SINCE 1978 
0 81 3 40 8S6S 

GAME BOY 


GAMEBOY DELUXE SYSTEM 

TETRIS GAME, BATTERIES, HEADPHONES, 

2 PLAYER LEAD, FREE PROTECTOR £64.99 
AS ABOVE + ANY GAME £84.99 


SUPERCON 2 PAD . 14.99 

UNIVERSAL JOYRAD . 14.99 

SIM CITY . 41.99.39.99 

SKINS GAME-GOLF .41.99 .- 

SOUL BLAZER . 41.99 .- 

SFACE MEGAFORCE .41.99 .- 

SPIDERMAN + X-MEN.44.99 .- 

SPINDIZZY WORLD....41.99.39.99 
STREET FIGHTER II ...59.99.59.99 

SUPER OFF ROAD . 41.99 .- 

SUPER SOCCER.41.99.39.99 

TEST DRIVE . 44.99 .- 

TKO SUPER CHAMP .41.99.39.99 

TURTLES 4 . 41.99.39.99 

UN SQUADRON . 41.99.39.99 

UNIVERSAL S0LDIER41.99 .- 

WARP SPEED . 41.99.39.99 

WINGS 11 . 41.99 .- 

WWF-WRESTLING ...41.99.39.99 


AC/DC MAINS PSU.6.99 

AMPLIFIER.8.99 

BATTERY PACK.14.99 

TIME BOY.3.99 

TIMEBOY WATCH.9.99 

REPLACEMENT LENS.4.99 

REPLACEMENT JOYSTICK.4.99 

HYPERBOY.39.99 

HANDY BOY.29.99 

LIGHT + MAGNIFIER.9.99 


GAMEBOY 

4 IN 1 FUN PACK 
ALIENS 3 
BARBIE 

BART SIMPSON 
BATMAN JOKER 
BEST OF THE BEST 
BIONIC COMMANDO 
CRASH DUMMIES 
DIG DUG 

DOUBLE DRAGON 3 
DR FRANKLIN 
DRAGONS LAIR 
G FOREMAN BOXING 
HIT THE ICE 
HOME ALONE 2 
HUMANS 
HUNCHBACK 
J. CONNERS TENNIS 
MEGAMAN 2 
MOUSETRAP HOTEL 
NBA CHALLENGE 2 
NINJA TARO 


GAMES 

PRINCE OF PERSIA 
ROBOCOP2 
ROCKY/BULLWINKLE 
ROGER CLEMENTS 
ROLANS CURSE 11 
SIMPSONS 2 
SPEEDBALL 2 
STAR WARS 
SUPER MARIO 2 
T-2 ARCADE GAME 
TERMINATOR 2 
TOM AND JERRY 
TRACKMEET 
TURTLE II 
UNIVERSAL 
SOLDIER 
WWF 2 
XENON 11 
ALL £22.99 EACH 

2 FOR £42.99 

3 FOR £59.99 


MEGADRIVE 
JAP VERSION 
RUNS USA/JAP/UK 
SOFTWARE 
£94.99 

MEGADRIVE PLUS 
SONIC 
HEDGEHOG 
£109.99 


SEGA GAME 
GEAR 
£94.99 

GAME GEAR + 
SONIC 
£109.99 


NEO -GEO 
UK SYSTEM. 
JOYSTICK. PSl), 
LEAb 
£299.99 

PC - ENGINE GT 
£199.99 
ATARI LYNX 
£79.99 

MEGA CD UNIT 
£249.99 





ABOVE ARE MAIL ORDER PRICES ONLY 
TO: SCS (SA) 655 GREEN LANES, LONDON N8 0QY. TEL: 081 - 340 8565. 
P&P add £1 per software title, £5 for machines, 3 - 5 days. 

Next day delivery add £10.00. Ill 

We reserve the right to change prices without prior notice. E&OE. 

WHOLESALE AND EXPORT ENQUIRIES WELCOME jyggJgJJgj 
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Codes! Codes! Get your luverly warm 
codes! 

Here are the codes for levels 2 
through 32 to help those tense 
moments when nothing seems to be 


going right. By pressing SELECT at the 
title screen and then pressing SELECT 
when the option screen shows, you 
can access the password screen. 


2. 

246860 

13. 832115 

24. 

845684 

3. 

402713 

14. 955306 

25. 

377493 

4. 

312171 

15. 274443 

26. 

993201 

5. 

346312 

16. 487735 

27. 

037362 

6. 

373243 

17. 626631 

28. 

725375 

7. 

650665 

18. 872669 

29. 

578456 

8. 

449357 

19.349583 

30. 

599544 

9. 

736725 

20. 668227 

31. 

802775 

10. 

. 876963 

21. 175845 

32. 

511588 

11. 

. 884887 

22. 121915 



12. 497998 

23. 644028 
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This one is a little long winded and you need the patience 
of a saint to make it work. On level nine, if you require 
extra energy simply (and we usae the term loosely) jump 
up and down on any treasure chest 255 times. 

Once you have done it and believe me, it takes a 
while, you will recieve an energy power up. Of course you 
have to be pretty deperate and you’ll probably be killed 
doing it as baddies continually attack. This is no joke 
though, it definitely works. 

Another top Castlevania tip (and it’s the oldest one in 
the book) is on the approach to Dracula’s Lair. As you 
reach the entrance to his crypt, you will have to climb a 
set of stairs. Walk under the stairs and jump left. You 
should land on an invisible platform. 

If you jump to the left again, you will find a load of 
hearts and weapons, making the final battle with the evil 
bloodsucker a great deal easier. 




Running around saving everyone and 
being on the whole a nice and good 
individual can have the effect of being 
a tad boring so why not cheer yourself 
up a bit and obtain the ability to 
select the music played during all this 
running about? 

Take controller one and hold the 
START button. While holding START, 
press the SELECT button. A menu 
appears that allows you to switch 
between the great musical selections 
found throughout the game 
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SPMf’S QUEST 


Tricky little number isn’t it? Still I bet 
you wouldn't mind knowing the level 
codes now eh? If you don’t please shut 
your eyes and keep them firmly closed 
till we’ve finished. 

Go to the title screen and 
choose the password option. When 
you get to the password screen, enter 


these codes to advance to higher lev¬ 
els in the game instantly. 


1. 000 

4. 116 

2. 732 

5. 988 

3. 354 

6. 470 


y>g 

°0 

.Q 0 

roQ 
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it is easily possible to skip some of 
the more difficult floors in Magic 
Sword by looking for secret stair¬ 
cases. These are entirely invisible 
and knowing where they are is the 
secret of success. There are four 
sets of hidden stairs in total and 
they are fairly easy to find. Simply 
jump around on the following 
floors with your sword thrust into 
the air, if you hit the right spot, a 
door will appear, leading to these 
handy staircases. The floors where 
you can find these doors are: 
FLOOR I, FLOOR 7, FLOOR 14, 
FLOOR 17 and FLOOR 34. 

Although the options available 
on Magic Sword are fairly exten¬ 
sive, there are actually a few more, 
although they’re hidden. You have 
to be quick though. On the 
Options screen, highlight the word 
EXIT. Then hold the L and START 
buttons on controller 2 and press 
the controller I START button. 
You can now boost your charac¬ 
ter’s endurance and more impor¬ 
tantly, start on any floor. 
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GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICALVCUSTOMER SERVICE 0782 744324 


WITH THE ACTION REPLAY CARTRIDGE 
YOU CAN NOW PLAY 

'wide open" 

YOUR FAVOURITE GAMES W 1 " 1 
TO DESTRUCTION!!!! W \ 


Just imagine, infinite lives, unlimited 
energy, special effects, extra fuel/ 
ammo+or play on any level. Become 
invincible with the Action Replay 
Cartridge for your SUPER NES™, 
GAME BOY™ Console. 


0003F fX4l<:75 


0135*^1 66() IO 


So easy to use...iff you can play the game 
you already know how to use Action Replay. 
Simply input any of the hundreds^of codes and 
bust your games wide open!!! 


With its unique buili-ih CODE GENERATOR", 
you can actually find and create your own + 
cheats. No need to wait for code updates. Ii 
With this unique feature you have the ability to 
crack the latest, games as they are release^ 
No other product can offer this! 


tlkLLi'LLVLro 


BUILT-IN CODE 
GENERATORS 


Now you can play your^ames+to levels 
that you did not know even existed. This is 
Jthe cartridge the experts use. 


INFORMATION AND NEW CODES 
0782 745990 for the SUPER NES 
0782 745991 for the GAME BOY 
line open 9.am - 5.30pm Mon-Fri. 
9.30am-1.30pm Sat. 


F Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your 
UK SUPER NES Console. _ 


NINTENDO , "GAMEBOY" & "SUPER NES" 

ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


24 HOUR MAIL 
ORDER HOTLINE 

0782 744707 


ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs 
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7E1F1E06 Unlimite< 

7E1F2001 Unlimite< 

7E1F1D20 Unlimitei 

III 

i Energy 
i Lives 

I Turbo Speed 





7E007C03 Infinite lives 
7E13F214 Unlimited extra weapons 
7E13F050 Unlimited time 


7E00AC05 

7E00C302 


Infinite Lives 
Invincible 




7E0D8000 Fireball every time button is 
pressed 

7E0C6001 Speedfighter! 


iatk 
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7E033002 Keep weapon 


7E015202 Unlimited 

selected even after 


Smart Bombs 

death. 


7E015702 Infinite Lives 


M 
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7E02B104 Unlimited Energy 
7E037202 Unlimited Lives 



1 Ictllii 

7E013D02 Unlimited Bubblegum 

; | J 
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MAX CONSOLES 

START 1193 WIT«JW-«ST A UTiST CAM 

IIVAL TUP t - TIE TlllllATII 
IISBT TIE BSBtiT - VBLIBBILB 
SYViLIBB - IBtB IBPEB BASEBALL 
■ B.BBTZ - VISITS BBBKIES 

ABBAII PAULY t.......BALL 

BIIBK BBS!...A4S.IB 

• • BEBT S...*47.11 

PBSBBVEB .. 

STBEETFIIITEB t... 

SHIS SLASTMAR .... 

SPISEIRAR A Mil 
SIPES BABIS BAIT . 

AXELAY... 

BESEIT STRIKE 
SIPEI Bill"“ 

Kill IP Til 
lAHPAIT/..., 

SAIL BLAZER 
Jill IABBEI IS 





eiipcD NINTENDO TOP TEN 
SUPERSCOPE & GAMES 
S1REETFIGHTER 2 fanta st\C 

ga megadrive neo geo 

+ MEGA CD pC ENGINE 
CD ROM 


UBftl + CD R 

vIHnsHini 



AMIGA 
lRTOON PACK 


Calls cost 36p a min cheap rate/48p a min all other times, ALX. Box 33, M5 4GY Please ask the 
person who pays the phone bill before you ring. Average length of call Is 5 mins which will cost £ 
Callers are requested to answer 5 questions and leave a tiebreak 
answer all competitions close on the 31st April 1993 


TEST 
Y , 


DOWTON COMPUTER SERVICES 

SURREY'S LEADING SUPPLIER OF CONSOLE GAMES 


UKSUHRNINIENDO 

SIREEIEKHIER 

BACK 

£15335 

ALSO/BMLABLEWTIH 
UK/US/JAP 
CONVERTOR GNUT 
£19095 

PERIPHERALS 

US/JAPA1K CONVERTOR 
£1539 

SUPERSCOPE 
£0245 
STY PRO RAD 
£1799 

WE RESERVE THE RIGHT TO 
CHANGE PRICES E+OEA 

ALL PRICES 


SNES NEW TITLES 

BARTS NIGHTMARE . 49.99 

ROBOCOP 3 . 49.99 

DRAGON'S LAIR . 49.99 

DESERT STRIKE . 49.99 

BULLS Vs LAKERS . 49.99 

JAMES BOND . 49.99 

SUPER DOUBLE DRAGON.49.99 

SUPER SOCCER . 49.99 

PRINCE OP PERSIA . 49.99 

SNES TOP GAMES 

ADDAMS FAMILY . ..49.99 

PAPERBOY 2, .49.99 

.........-.. 

PLUS MANY MORE 
PLEASE CALL 

9UOTEDAREFOR 











GAMEBOYl 


1114 


MEMBERSHIP ENTITLES YOU TO £5 OFF NEW GAMES 
FOR LATEST PRICES CALL 

om J 1 1 775 

9am - 9pm 7 DAYS 

CHEQUES & P/ORDERS PAYABLE TO D.C.S 
11 CLYDE HOUSE. 93 SURBITON ROAD. KINGSTON UPON THAMES, SURREY. KTI2HW 
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HllSII Sift 


This cheat is an absolute cracker but 
I’m afraid it only works on the British 
and American versions. It allows you 
to start on any of the five rounds, 
but you start on the first stage of 
each round. We found it useful for 
listening to the absolutely stunning 
soundtrack (especially the Reggae 


groove on round four). All you have 
to do is this: on the title screen, 
press and hold the following: RIGHT, 
L, X. Keep them all held down and 
press START. You should now flip to 
a Round Select screen with a list of 
rounds. Choose the one you want to 
start on and off you go. 




niMvmwsKiiMJi 


00 not enough for your time 


at the start? 1 should jolly well hope 
so and now get your bonus by 
recieving $10,000.00. Go to the 
screen where you enter your 
name and enter SETAUSA. 

When you get to the parts 
configuration screen, just buy any¬ 
thing you could possibly want 
because you have now $ 10,000.00 
to blow! Go on, treat yourself but 
multiple parts or that engine you 
once cut out of a magazine. 


This is a vastly underrated little game from 
Konami and is actually brilliant fun. It can be diffi¬ 
cult though so this cheat should help all the sad 
cases who keep getting killed. All you do is enter 


the following code on the password screen and 
you should end up with an unlimited supply of 
hamburgers. The hamburger meter will read 28, 
but it will never decrease. Dead handy. 


vxZ++ 


iiijiniifiii 


This game should-be available on import by the time you 
read this and you’ll find out very quickly how difficult it is. 
This difficulty is not helped by the fact that you have a lim¬ 
ited number of continues. This cheat should give you an 
unlimited number of lives, making the destruction of the 
Death Star a good bit easier 

On level 5 (the Land of the Sandpeople), jump off 
the cliff before crossing the final canyon. If you move 
quickly left, you’ll land on a ledge. Walk into the nearby 
cave and blast everything to reveal a massive seven extra 
lives. Rocks will fall on you the whole time so be careful. If 
you now kill yourself, you can repeat the process to gain 
an unlimited number of extra lives. Hurrah! 


nn3+! $T+KK hG:!< +!+X@ 




ussah! Yet another month 
over and done with, right I’m 
off to my sulpher filled flat. 
Remember send all cheats and any 
sold souls to: 

Super action 
Europress Interactive 
Europa House Adlington Park 
Macclesfield, SKIO 41NP 
































i ne dungeon \e a creepy 
place indeed. To survive 
you need to stockpile 
reserves and practice 
your spells regulary. 


behind every corner 
lurks a threat of some 
description its sole 
purpose to kill you. 
Horribly. 


n ow come on, you have heard of this one, don't you 
remember way back when the Amiga and ST were 
fashionable? (Remember flares too?) Well there 
was a little game that came out which knocked the socks 
off anything around, it involved everything your parents 
were worried about from icon worship and the slaughter¬ 
ing of foes to cult magic. 

Staring at the screen was a real treat with some serious 
chunky graphics and sound effects that made you run out of the 
room whimpering for the landing light to be kept on while you 
retired to that safe place at the bottom of your bed (With your 
Zorro sword with the chalk in the end ). 

The story surrounding this strange sequence of events makes 
bizarre reading for the non RPG freak, I mean what the hell is a 
Necromancer anyway? Is it rude 
or what? Suffice to say The Grey 
Lord has had a small accident and 
his alter ego has taken up refuge in 
the dungeon leaving you to pick 
your warriors and get them horri¬ 
bly killed by tackling some serious 
sounding creatures. 


i can’T Beuei/e its ihot ReaL 

The doors slowly open on your command - sounding like someone running their nails 
down the blackboard and reveal the inner semi-lit world of the undead. It would be 
advisable to come out from behind the Big Chair now as it’s time to pick your warriors 
from the Hall of Champions. 

Don’t forget this is not a hack ’n’ slay game so pick the champions carefully, a bit of 
magic, a touch of warrior, a dash of thief and maybe a spot of Ninja. Good choice means 
these raw recruits will go far, learning as they go, (and getting wounded) so that they 
are up to the final challenge with the evil Lord Chaos. Set in first-person perspective 3- 
D, you basically view the action head on with little room to run away screaming. The 
dungeon consists of many levels, each getting lower and lower into the ground each get¬ 
ting more and more populated with yucky things of doom that defy description. 













































































BGHinD you 

Dungeon Master isn’t just about fighting many puzzles are put your 
way, with trap doors, pits and force fields to get by without loosing 
any of you valuable team members in the process. As you wander 
around the twilight zone of your worst nightmare the people in 
your control start to get a bit tired and hungry. To fulfil their 
desires you have to feed them and allow them to rest, food can be 
found lying around on the floor or obtain by eating your victims 
while rest is fulfilled by simply catching some Zs though watch out 
for some surprise attacks. 

Each member of your team starts out with little or no experi¬ 
ence in their chosen field - so exposing them to the various dan¬ 
gers allows a degree of competence to be gained. As you drop 
deeper and deeper looking around for objects becomes an impor¬ 
tant occupation with clothing, armour, huge swords and magical 
items to prolong your journey. Magic is the best way to defeat the 
foe of your choice as fighting normally involves taking as much as 
you give. Standing several feet back and launching a fireball is far 
more effective. 


CHaOS STRIKES BaCK 

Each section of the floor you are inhabiting is separated by doors or gates of various 
shapes and sizes, some needing simply to be unlocked some to be smashed open. Any 
thing you see can be picked up and this is especially applicable to keys of gold, iron and 


recent occupier, the purpose 
of the apple is yet unknown. 


No, this is. not your 
reflection but the Hall 
■ of Champions where you 
pick the squad. 


stone which need to be saved and used to open the aforementioned doors normally to 


reveal a crazed mummy or a miffed plant 



No dungeon should be 
without one, the standard 
issue grade one mutant 
angry mummy. Eeek. 


of some description (which, incidentally 
you can eat). Switches are another key 
element of the game sometimes resetting 
a trap or opening walls just around the 
corner leading to hidden rooms and the 
chests of treasure or magic scrolls. 

Without doubt the most original and 
addictive form of dungeons and dragons 
to appear on the 16 bit machines, it is up 
against some stiff opposition on the SNES 
but for the recent converts it will no 
doubt be an essential buy. 
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Postcode 


Please photocopy this coupon if you do not want to cut it out, and send it along (together with your cheque or money order) to: 

DARK HORSE INTERNATIONAL, 16-24 UNDERWOOD STREET, LONDON N1 9EF 


[SA 5/ Feb 93] 


HAN SOLC and 
PRINCESS LEIA 

Must flee the 
Smugglers' Moon 
in DARK EMPIRE! 


NO WRY MAN! 

NEW DIMENSIONS IN... 

& CHILLS! 

DRRCULR LIVES! ...in a chilling full-colour comic strip on sale every 
three weeks. The Lord of the Undead stalks the streets of London in this 
official adaptation of Francis Ford Coppola's blockbuster movie. 
Beware... 

6 PIllS: Behind the scenes with the makers and stars of the film and 
news on the latest blood-sucking movies coming at you in '93 - 'The 
Year of the Vampire'. 

No. 1 ON SOLE 19 January/£1.50 


FREE! 

Dracula Badge 


DRACULA 


in our first 
terror-filled issue 


Behind the scenes of 
Francis Ford Coppola's 
blockbuster film 

i' )T/> O'K \ 

FE 

Dracula through the AgdS 

vrCL. r 


The Illustrated Dracula 
moviebook 

Exclusive competition! 


GRME OVER? 

DARK HORSE PRESENTS 

THRILLS... i 

THE GREATEST SCIENCE FICTION SRGR OF RLL TIME ... now 

published in a stunning monthly comic series. Luke, Leia and Han face 
the dreaded "Dark Empire" - the official sequel to George Lucas' 
legendary screen trilogy. 

PIllS: INDIANA JONES and the "Fate of Atlantis". 

Plus: Sfar Wars related news, reviews and interviews. 

Ho. 4 OH SOLE DECEMBER 30th/£l.S0 | 

LONG AGO, IN A GALAXY FAR AWAY... 


RRH HORSE I N T E R N H TI O N H L 


I WISH TO SUBSCRIBE TO DRACULA (Starting with issue #.) 

□ UK £18.00 (including p&p)/12 issues □ £9.00 (inc p&p)/6 issues 
I I Eire £24.00 (including p&p)/12 issues Q £12.00 (inc p&p)/6 issues 


I WISH TO SUBSCRIBE TO STAR WARS (Starting with issue #... ) I WISH TO S 

I I UK £1 8.00 (including p&p)/1 2 issues Q| £9.00 (inc p&p)/6 issues Q UK £1 8.C 

I I Eire £24.00 (including p&p)/1 2 issues Q £12.00 (inc p&p)/6 issues Q Eire £24. 

Make cheques or money orders payable to Dark Horse International (please do not send any cash) 
Name_ 























I tell you what really gets my back up, 
these foreigners telling us how to 
make films. If that wasn’t enough 
they go and cast dodgy foreigners in 
the staring roles. Not that the British 
are bad actors, far from it in fact the 
noble art of phrase delivery might be 
said to originate somewhere deep in 
our midland regions. 

So what is all this trendy stuff about 
casting non-English speaking martial art chap¬ 
pies in multi-million dollar budget movies? 

Sort of makes the plot less than important and the effects more than necessary doesn’t 
it? Say yes. Anyway you get the message, and Universal Soldier sums it all up, only more 
so with not one but two mumbling foreigners blowing up everything in sight to save 
mankind. Thanks. I’m ever so grateful. 

Universal Soldier the game is a single or dual player shoot ’em up of quite some 
size. I don’t know exactly how many levels are in this thing but if its not to distant 
cousin (the game known as Turrican) is anything to go by probably hundreds. You take 
control of the Belgian one and you basically have to blast your way around the scenery 
powering up and defeating bosses, all of whom resemble the German one with the 
blonde hair. 



FIGHTinG AT 

The feud between the two characters is not something you want to intervene in, at sev¬ 
eral points during the film they really did not get on at all. This tiff is the key element in 
the game with Van Damme (a name which surreally translates to ‘of Lady’) constantly up 
against it with both the government and Dolph trying to reduce him to powder. Now 
the more alert of you might be noticing a certain similarity between this game and 
another German shoot 'em up called Turrican. Well, you’d be right. 

Every weapon under the sun is catered for, ranging from flame thrower type things 
to awesome multi directional machine guns. Specific weapons are required for some 
enemies which range from armed guards to rather angry bees. 

As with any game of this genre the action involves both shot co-ordination and the 
traversing of some rather complicated scenery to find hidden caves, power up points 
etc. Without finding these areas your energy levels will almost certainly be reduced to 
termination level. 


You have awesome 
weapone, millions of 
levels and a very 
strange accent to 
deal with. 



It is unfortunate but nearly 
all enemy soldiers are 
dressed in your uniform. 
Carefull not to shootyourself 
in the foot now. 




t 
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Nintendo 


► AUTO FIRE 
k TURBO FIRE 
k SLOW MOTION 


SLOW MOTION: Two slow 
speeds and a normal speed. 
Slow speed lets you master 
the game before you 
tackle it in 
earnest. 


AUTO FIRE: Any or all of six 
buttons (A, B, X, Y, L, and R) 
can be set on Auto Fire, 
destroying those fearsome 
enemies before they can do 
any damage. 


RAPID FIRE: One press of 
the button and your gun 
bursts into 24 shots per 
second - Some fire power! 
A seal of quality product. 


Distributed in U.K by 

ANCO SOFTWARE LTD 7 Millside Ind. Est. 
Lawson Road, Dartford, Kent. DAI 5BH 
Tel: 0322 287782 
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SUES UK/US 


ADDAMS FAMILY 2.CALL 

ALIEN 3.CALL 

AMERICAN GLADIATORS.CALL 

AXELAY.44.95 

BART’S NIGHTMARE.41.95 

BATMAN.44.95 

BEST OF THE BEST.49.95 

BULLS Vs LAKERS.49.95 

CASTLEVANIA 4.39.95 

CHUCK ROCK.44.95 

CONTRA III.41.95 

DEATH VALLEY RALLY.41.95 

DESERT STRIKE.42.95 

FINAL FIGHT.39.95 

GODS.39.95 

HOOK.39.95 

JIMMY CONNORS PRO TENNIS.44.99 

JOE & MAC.39.95 

KRUSTY’S FUNHOUSE.39.95 

LEMMINGS.39.95 

MARIO KART.42.95 

MICKEY’S MYSTICAL QUEST.CALL 

MYSTICAL NINJA.39.95 


NCCA BASKETBALL.44.95 

OUT OF THIS WORLD.49.95 

PGA TOUR GOLF.39.95 

PRINCE OF PERSIA.49.95 

ROCKY & BULLWINKLE.CALL 

SHADOW OF THE BEAST.CALL 

SMASH TV.38.95 

SONIC BLASTMAN.CALL 

SOUL BLAZER.54.95 

SPACE MEGAFORCE.42.95 

SPIDERMAN & X-MEN.CALL 

STREETFIGHTER 2.54.95 

SUPER ADVENTURE ISLAND.39.95 

SUPER COMBATRIBES.CALL 

SUPER GHOULS N' GHOSTS.39.95 

SUPER SOCCER CHAMP.39.95 

SUPER STAR WARS.CALL 

SUPERMAN.CALL 

TERMINATOR 2:ARCADE.CALL 

TERMINATOR 2:JUDGEMENT.CALL 

TINY TOONS ADVENTURES.42.95 

TOM & JERRY.CALL 

TOP GEAR.39.95 

TURTLES IN TIME IV.39.95 

UN SQUADRON.39.95 

WING COMMANDER.54.95 

WWF WRESTLEMANIA.39.95 

ZELDA III.39.95 


SNES JAP 


B ATTLETO ADS.CALL 

DIRTY CHALLENGER.CALL 

FATAL FURY.59.95 

GOLDEN FIGHTER 2.CALL 

NORTH STAR KEN 6.49.95 

PARODIUS.49.95 

RAMNA 1/2 2.CALL 

SUPER ALESTE.42.95 

SUPER SWIV.42.95 

2020 BASEBALL.CALL 


INEWTITTLES ARRlVINGrC^f AElAILYBASaS PLEASECALL 


Shop open 12 to 8pm Mon to Sat. Please call to reserve and/or confirm availability. 

Please send cheques & Postal Orders payable to: 'AMS ELECTRONIC GAMES' 
and post to: "AMS" Games, Dept SA, 145b Deans Lane, Edgware, Middlesex HA8 9NY 
Prices include P&P on all software. Games sent by recorded delivery. 
Please add £3.00 per titles post & packaging to Europe. 



SNES USA 


S.BATTLETANK .. 

..3995 

JAPANESE GAMES 

cocnAi ncctos 


_37.95 

AXELAY __ 

_42.95 

MICKEY'S MAC QUEST . 

CALL 

SUPER Off ROAD . 

.. 41.95 

CYBfRON. . 

-.-31.95 

fATAl RfflV 

_ QfilL 

CBASKETBALl _ 

.34.95 

GOLDTIGHTER.. 

39.95 

rAIAL MJKi.. 

NHL 93 .. . 

.44.95 

CASTLEVANIA 4 _ 

_3995 

PRINCE Of PERSIA.. 

.37.95 

MARK) KART _ 

.44.95 

ST.FIGHTER 2.. 

_59.95 

41 

SUPERVALU-.. . 

_37.95 

MADDEN 93. 

.43.95 

RAMPART 


SUPER fl CIRCUS- . 

.39.95 

CHUCK ROCK _ 

—43.95 

MM C(TY - 

3995 

SMASH TV _ 

.34.95 

SPtDERMANwX MEN _ 

_44.95 

PILOTWINGS 

3995 

UN SQUADRON .. 

.34.95 

ROAD RIOT_ 

.....43.9S 

r cncrutw cavikt 

3995 

TOP RACER .. 

.34.95 

ON THE BALL__ 

.43.95 

u.rUnWW'l DUMmi 

S O DRAGON__ 

_ 4495 

MUSYA ... 

.39.95 

SUPER ALESTE. 

.42.95 

RACE DRIVING. 

_39.95 

LEMMINGS .. 

—.3635 

PRINCE Of PERSIA. 

.42.95 

ROBOCOP 3 _ 

.39.95 

S.GH0UIS& GHOSTS — 

.3635 

TURTLES _ 

_ 44.95 

THE SIMPSONS ... 

..41.95 

CASTLEVANIA .. 

.3335 

CONTRA 3 ___ 

_ 42.95 

JAMES BOND |NR. 

.41.95 

SUPER PANG _ 

_36.95 


ACCESSORIES 

PAL BOOSTER ...29.95 

SCART LEAD _1100 

USA CONVERTOR . -.10.99 j 

CAME ADAPT0R(JAP/ENG) —19,95 
HOW FIGHTING STICK ...49.95 
UK OWNERS 
UNIVERSAL ADAPTOR 
£10 

MANY MORE NEW GAMES 
AVAILABLE 

SNES USA SCART.CALL 


PART EXCHANGE YOUR USED GAMES 
WE CAN AIIDW £15-£30OFFANY NEW G AME IN STOCK 


Game Exchange Service 

Swap your unwanted games for any other title in 
stock. Very reasonable rates & same day dispatch. 

Random Swap 

Send any game-& we will return a different game of 
the same value. Games must be boxed. 
*Current charge £3.50* 

WE ALSO STOCK PC ENGINE. LYNX, MEGADRIVE. NEO 
GEO, GAMEBOY& GAME GEAR 


WIN WIN WIN 

Win £150 worth of 
software for your 
machine courtesy of 
CONSOLE CONNECTIONS 
Answer 3 simple 
questions on 

0839 007781 
NOW! 

Call charges: Calls cost 36p min 
cheap rate 48p per min all 
other times. Make sure you ask 
whoever pays the bills before 

CASH PAID FOR USED GAMES youcatl Max length 4 min .Max. 

call cost £1.92 | 


Delivery: Consoles £10, £1 Games, Same Day despatch. 






























































































m ad Max movies. Remember the first one? It 
wasn’t all that good was it? Not that you openly 
admit it in the pub mind, after all you are going 
to feel a tad stupid when all are prattling on about the 
virtues of Australian drama and its impact on society. Still 
the whole hype and role-play had a few possibilities with 
powerful cars, fast women and warriors made up of old 
engine spares smelling of petrol. 

Ten years or so later and a chance to climb behind the nitro 
V8 and kick bottoms on the open highway has appeared on the 
SNES. Outlander is not only a driving game. No sir. In fact you get 
the chance to drive, shoot and fight your way across the desert 
landscape of what appears to be the future. This is 
after some serious conflict or other that has been 
threatening us since the Russians decided they were 
happier without external interference. 


The action is first viewed from behind, like typical driving sims and 
shows both the forward and rear views (via the rear view mirror). 
Acceleration is brisk and after pottering along for a few minutes 
you are acutely aware that the drive in the country you planned is 
not going to be a solo affair with long haired youths pulling out 
Magnums and aiming at your head. 

To avoid the “tomatoes from a great height” experience with 
your prized features, means using the weaponry provided with the 
Capri-like vehicle. Initial arsenal is a machine-gun shooting forward 
at other road users, missiles are an optional extra but not available 
until the gyrocopters start advancing. 

Assuming you manage to progress the necessary miles the car 
flashes to tell you to pull over. Dabbing the brakes stops you and 
enters you into the village which must be traversed before another 
car is made available. 


miRROR siGnaL manoeui/GR 


The villages carry some serious names which spell doom and violence. The view switch¬ 
es to a conventional side-on beat’em up type with nasty people advancing from both 
directions. To remove these characters you can now shoot, punch or kick. Success 
results in ammo or food which restore health. The streets ^ 
are scattered with crates, barrels and stuff which require a 

good punching to open up and reveal various goodies. IJ 

The most important pick-up has to be fuel or ammo, 
having neither of these leaves you both immobile and 
defenseless when you finally reach the car. Once in the seat 
it’s time to hit the road and head towards the next settle- 
ment/de-militarised zone. 

Each town and section of road leading to it gets harder. 

The scenery is unchanged but the foes out to get you start 
wising up, preparing themselves with gyrocopters, fast bikes 
hand grenades and similar household appliances. 


Racing down the 
highway, avoiding 
barriers and 
blasting baddies. 
How much fun? 


It all ends in 
disaster as your 
wrecked car turns 
right over 
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Birmingham / Walsall 
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SUPER NES GAMES 
BGUGKT, SOLD AMIS’ 
PART IXCHAllGED. KEW 
& 2NE KANG GAMES 
ALWAYS IN STOCK. 
L-'l™uir Bill (0922)616833 


50 OFF AIVY OAIVIE I (XI 
V OCK WITH TRIES AO 


CHALK A MESSAGE ON OUR 
BOARD FOR AS LITTLE AS 


PHONE SIMON ON 
0625 - 850874 


STREETFIQHTER t - £50 NCCA BASKETBALL - 645 
DESERT STRIKE - £47 JOHN MADDEN 93 - £45 
SUPER STAR WARS - RING FOR LATEST NEWS 

RING JONATHAN FOR THE 
LATEST NEWS, SWAPS AND 
IPHt R %m RSr 

ALWAYS SEGA MEGADRIVE STOCK IN 

GAME ZONE, UNIT 1A WOLVERTON AGORA CENTRE, 
WOLVERTON, MILTON KEYNES 


USED GAMES AT UNBELIEVABLE PRICES!!! 


Will ICS O? P2H51A . 2TJ J 

PCJPULOUSl .-. 

liACJi IS. £ J S 

;t\VA± fUjir. 

DLI?2;i 

- - 


HORI SF2 6 BUTTON 
JOYSTICK ONLY £35 
USED GAMES BOUGHH1, 
SOLD + PART EXCHANGED 
FROM £5 P+P £1.00 


CONSOLE WORLD, ROOD LANE, CLOWNE, 
CHESTERFIELD, DERBYSHIRE, S43 4BP. 

All cheques payable to Console World and are subject to clearance. 


LOOKING EYE 


H E ' 


GET A LOOKING EYE INTO ALL 
HOT TIPS ’N* CHEATS FOR ALL 
TOP GAMES & CONSOLES 
PHONE THE GAME LINE ON 
THE NUMBER BELOW 


PROPRIETOR PANDORA'S GAME BOX 
17 IRWIN AVE, EASTMOOR, WAKEFIELD WF1 4QZ 
CALLS COST 36P PER MIN AT CHEAP RATE AND 48p PER MIN AT ALL OTHER TIMES 



HARDWARE 

USA SNES COfiTROL SET . £112.00 

USA SNES + MARIO IV . £152.00 

USA SNES + SUPERSCOPE .. £162.00 

JAP FAMIC0M (WITHOUT GAME) . £142.00 

SUPER SCOPE . £52.00 

CAPCOM POWER STICK . £74.00 

CITY BOY STICK . £42.00 

SN PROPAD . £17.00 

ASCII PAD . £19.00 

JOYCARD EUROPE VERSION . £18.00 

SPELLBOUND ADAPTOR . £12.95 

FIRE ADAPTOR . £15.00 

HARLEY'S HUMONGUSADV^f . £46.00 

SPACE MEGAFORCE . £45.00 

CHUCK ROCK . £45.00 

DEATH VALLEY RALLY . £45.00 

SPIDERMAN/XMEN . £45.00 

OUT OF THIS WORLD . £45.00 

CHESTER CHEETAH . £45.00 

NHLPA HOCKEY 93 . £46.00 


j\uvrznvjMJ 


TOM & JERRY.£45.00 

SPINDIZZY WORLDS.£45.00 

WARP SPEED.£45.00 

AMAZING TENNIS.£45.00 

SKINS GAME.£45.00 

SUPER BUSTER BROS.£45.00 

Q BERT 3.£45.00 

MICKEY’S MYSTICAL QUEST.£45.00 

TINY TOONS.£45.00 

STAR WARS.£46.00 

JAMES BOND JNR.£46.00 

SUPER DOUBLE DRAGON.£46.00 

DESERT STRIKE.£46.00 

SUPER MARIO KART.£45.00 

J.MADDENS 93.£45.00 

STREETFIGHTER 2.£45.00 

FI ROC.£45.00 

SOUL BLAZER.£45.00 

AXELAY.£45.00 


£6 FOR CONSOLES SHOP PRICES WILL VARY FOR MAIL ORDER 


£1.50 PER SOFTWARE ORDER 


0322-33305 7 


/ n 


SEND LIST FOR WRITTEN QUOTE INCLUDE SAE 


SUPER NINTENDO... 


0625501810/501747 


GUARANTEED PLEASE NOTE MOST MAIL ORDER IS TURNED AROUND SAME DAY, HOWEVER IF 
IT S NOT IN STOCK WE WILL RETURN YOUR MONEY THE SAME DAY UNLESS YOU STATE OTHERWISE 


SUPER NES PRICE UST JANUARY /FEBUARY 


JAP SUPER FAMICOM (SCART, 2 JOYPADS).,...£143.00 

USA SUPER NES (SCART, ONE JOYPAD).£115.00 

ADDAMS FAMILY.....£44.00 


F-ZERO.... 

FINAL FLIGHT. 

SUPER GHOULS AND GHOSTS. 

GRADIUS III. 

LEMMINGS.. 

LEGEND OF THE MYSTICAL NINJA 

SMARTBALL (JERRY BOY). 

SUPER CASTLE VANIA IV. 

CONTRA 3-THE ALIEN WARS. 

SUPER OFF ROAD. 

SUPER SOCCER. 

SUPER TENNIS. 

WWF SUPER WRESTLEMANIA. 

SUPER SCOPE (GUN + 6 GAMES). 

UN-SQUADRON. 

KRUSTY'S SUPER FUNHOUSE. 

STREET FIGHTER II. 

MAGIC SWORD (JAP). 

PRINCE OF PERSIA (JAP). 

PARODIUS (JAPT. 

TURTLES IV (TURTLES IN TIME) (JAP 


.....£43.00 

..£44,00 

.£44.00 

...£42.50 

..£43.50 

...£44.00 

.£43.00 

...£44.00 

.£45.00 

.£43.50 

..£43.50 

..£43.50 

...£44.00 

..£46.00 

.£44.00 

. £44.00 

.£55.00 

.£44.00 

.£45.00 


All prices are inclusive except for postage and packaging which is £1.50 per game and £6.50 for 
consoles (next day courier £10.00). All games are USA versions unless 
otherwise stated. Please call to check that required items are in stock. 

Payment - send cash registered, cheque or postal order made payable to: 

Lasergames (UK). Cheques require 3-5 clearence 
(for instant clearance please write cheque card No. on back of cheque.) 


PARODIUS (JAP).. £45.00 

TURTLES IV (TURTLES IN TIME) (JAP). £46.00 

AXELAY (JAP).£46.00 

SPIDERMAN X MEN.£46.00 

BART NIGHTMARE (SIMPSONS). £45.00 

ZELDA 3.£45.00 

TOPGEAR....£43.00 

ROBOCOP 3. £44.00 

SUPER MARIO KART (SCART).,....£45.00 

SUPER MARIO PAINT.£53.00 

SUPER STAR WARS. £46.00 

SOUL BLAZER.£44.00 

SUPER COM 16M (CART TO DISK).£225.00 

ALL PRICES SUBJECT TO CHANGE 









































































































































S im wise it’s all gone very well, you’ve managed to contain and 
improve the quality of life in an ant colony. Not only that but your 
powers of management have meant success in the major cities of 
Earth and the Earth itself. What am I talking about? Well city or land man¬ 
agement games have definitely become the role playing activity of the 
nineties with just about every programmer trying to out do each other by 
adorning you with more and more responsibility. 

Utopia would seems to be the pinnacle of all this God playing activity with your 
success on earth being rewarded by a com- 
mand on a distant planet. Humans, being i 
resourceful little people have been allocated I 
a few distant asteroids and less than ideal I 
planets to colonise as the rest of the infinite I 
galaxy has become a tad cluttered. What I 
with everyone having 1.23 cars and 3.27 I 
videos each. 




\>, = ft 


Don't try being diplomatic, 
it just doesn't wash. 
Promise them anything 
then flatten them. 


Keep one thing in 
mind while ruining 
the landscape, war 
is good, war is fun. 


Gypsy KinGs 

Building up military resources is an important factor as pretty soon the neighbouring 
alien colony get restless and try to reduce you and your millions to an interesting scar 
on the rock. To stop this invade their camp first. Yep, whoop at the top of your voice 
and head for the fort in an attempt to eradicate any problem that might occur in later 
times. If you manage to do enough damage then your problems are solved. Each alien 
has a different attitude and method of attack and defence so build or create accordingly. 

The spy network is probably the best if not the only way of keep¬ 
ing tabs on your green foe, these snippets of information help you 
decide what strange and terrifying war machines you should create. 

Iraq would be proud of the arsenal you can create with missile launch¬ 
ers, ships, tanks and laser turrets all stockpiled for the inevitable. 

Don’t forget that factories and the like need power so Power Stations 
are important. Not important enough as to effect the quality of life 
though, so tactical use of solar power is advisable. If you ever fancied- 
being a leader then Utopia looks a smash. Stay up late and eat tea 
when it suits you with the ultimate power firmly in your grasp. 


THE LUanDERERS 

Every planet you decide to colonise has some minor problem, 
that is, you are not the only one living on it. Like all good 
human relocation plans somebody is going to have to move 
out, or at very least give up their birthright for a small 
maisonette near Epping. 

In much the same vein as Populous an allocation of 
resources is the name of the game with your colony only capa¬ 
ble of so much work in so much time. To start living and living 
well a piece of choice real estate must first be found. 

Scrolling around the central landing area must be done 
with a certain amount of urgency as pretty soon the quality of 
life of the original settlement becomes similar to that of a fami¬ 
ly of six living in a cardboard box. Just about every piece of 
state of the art landscaping equipment has been provided for 
your enjoyment. Flatten and build but don’t forget the token 
hedge to keep the local Council happy. 
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Dear Guys , 

I was wondering if you could tell me; 

1. Is American Gladiators worth buying? 

2. What is the best golf simulation? 

3. What is the best Basketball Simulation? 

4. Is Wrestle Mania any good? 

Kriss Ernes, Canton, Cardiff 

1. Apparently it’s very nice indeed and we’ll bring you a 
full review very soon, possibly in the very next issue of 
Super Action. 

2. Many would disagree, but so far, the office favourite 
has to be the Irem Skins Game, a fab conversion of 
I rein's own arcade game. 

3. An easy one this, it’s got to be NCAA Basketball, 
with its fabby mode seven graphics and some brilliant 
sound effects. 

4. It is if you absolutely love WWF, but otherwise, we’d 
advise you to steer well clear. It’s too easy and very, 
very shallow. 

Dear Guys, 

I think your mag is great so get off your ass and send me some 
cash AND answer a few of my questions: 

1. Will there be a Street Fighter ’92 on the SNES? 

2. When will it appear and how much will it cost? 

3. How much is the CD ROM-XA going to cost and when will 
it be out? 

4. Will it be able to play music as well as games? 

5. What other games would you advise me to buy, either Final 
Fight, Super Mario World or Street Fighter II? 

Luke Brewer, Ebbw Vale, South Wales 


Dear Guys , 

Please could you answer these questions: 

1. How can I get hold of Issues one and two of Super Action as I missed them? 

2. When is the CD ROM-XA coming out and how much will the discs cost? 

3. Will there be a Four Score coming out for the SNES and if so, when? 

4. What is the best soccer game for the SNES and why? 

Stephen McAnaney, Belfast 

1. Try writing to our subscriptions department, the address can be found 
on the subscriptions page. 

2. Late this year, possibly September. The discs should cost between £20 
and £40. 

3. Yes, there are three so far and all are released in Japan as you read this. 

4. Still Super Soccer largely due to good graphics, but Kick Off 2 follows 
close behind. 

Dear Guys , 

1. When is Sonic Blast Man coming out in the US? 

2. When will the Super Advantage joystick be available on import from the US 

3. You said last issue that the Super Advantage had microswitches, what are they? 

4. What ratings would you give Actraiser? 

5. Is Soul Blazer harder than Zelda III? 

6. Why did you say that Turtles IV and Axelay are hard, when we know that they are 
easy? 

7. When is Fist of the North Star released in America and is it any good? 

8. Why do some games like Contra III slow down on the American SNES but not on 
the British SNES? 

9. What do you think of this theory; Zelda III is set before Zelda I and Zelda II, so 
Zelda III is the first in the series, Z I is second and Z II is third. I won’t explaih it , 
work it out for yourselves. 

Please answer these questions because I am nice and have subscribed to your mag. 

Chris Ford and Alan Hill, Fareham Hampshire 


1. Yes. 

2. Late this year. 

3. We cannot confirm price, but less than £200 and it’ll 
be out before next Christmas with any luck. 

4. Absolutely, with some features even top range 
players don’t have. 

5. The latter two are almost equal, take your pick. 



Thanks for being nice and subscribing to the magazine. As a reward, please 
accept the answers to your questions. 

1. This month with any luck. 

2. Any day now. 

3. Small digital switches which are activated when you move the joystick, 
these are faster and more reliable than conventional joysticks although 
they can be noisy. 

4. Check out the review in the Crusty Library. 

5. Yes, but not quite as big. 

6. They are if you play them on easy level, but then you’d have to be a lazy 
geek to do that.... 

7. In a couple of months and it’s an epic assault on the senses. 

8. They both slow down in exactly the same places. 

9. just try figuring out the Star Wars trilogy. 
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T ake it easy, set a spell and indulge yourself of a 
little light entertainment Bill and Ben style. 
We’ve been very busy this month answering ques¬ 
tion after question on the CD ROM-XA as well as 
fending off enquires concerning that old chestnut 
‘Which are best, Grits or Jowls?’ So take a leaf out 
of our book and let the world outside rage and wind 
yourself up in some lively debate. 

Send them correspond! to: 

Bill and Ben’s Poison Pen 

super acnon 

Guropress Interactii/e, Guropa House, Bdlincton Park, 
ITIacclesfield, 5K10 HflP. 


Dear Guys, 

Congratulations on a great mag, it is perfect! I am very impressed, most magazines 
have blurred screenshots and sad reviews but you have great reviews along with very 
clear screenshots. 

After all this creeping I wondered if you could answer a few simple questions; 

1. Will there be another Street Fighter II game where you can be the Grand Masters? 
Champion Edition or Black Belt Edition. 

2. How do you do Zangiefs brain buster, stomach pump and head bite in Street 
Fighter II? 

3. Is it true that Guile can put hand-cuffs on his opponent? If so, how? 

4. Will there be another WWF wrestling game? 

5. Is it true that there are going to be two new games called Top Gear 2 and Mario 5? 
Keep up the good work, you will probably be billionaires by the end of next year! 

The Lord of the Land, Bath 

1. Almost certainly, but rumour has it that all the Black Belt features are 
built into the cart already, indeed one reader has sent in shots of Sagat 
fighting Dhalsim...in India! 

2. Look out for a Streetfighter strategy guide in a future issue of Super 
Action, but in the meantime, try pressing all directions in a circular move¬ 
ment and hitting punch. Timed correctly, this will perform the spinning 
pile driver. 

3. Only in the arcade game and it’s very complicated. 

4. Possibly. 

5. One of those is definitely true.... 

Dear Guys, 

Three questions to stimulate your brain cells; 

1. Are there, or will there be any plans to produce Speedball 2 for the SNES? 

2. Where are the classified ads? 

3. Any chance of a life-size poster of Lisa, your dreamy ultra arty babe? 

Mike Dufour, Barrow-in-Furness, Cumbria 

1. Yes, there are plans. 

2. Check out future issues. 

3. There is in fact a life-size picture of Lisa (barely) wearing her bikini, but 
it*s in our house. 

Dear Guys, 

When I put a game into my British SNES there is a black border at the top and bot¬ 
tom of the screen. Do you have any idea how I can get rid of these borders? 

Hasan Hassan, Brockley, London 

This happens on every British SNES and is perfectly normal. It occurs 
because the British TV sets have more vertical lines than their American 
counterparts. If you have a monitor, use that. If you have a vertical height 
dial, adjust it. Otherwise, you’re stuck with it. 


Dear Guys, 

Please could you answer a few of my questions for me? 

1. When the CD ROM-XA is released will it run OK on my 
English SNES? 

2. If not, will there leads be made available or will I need an 
English unit? 

3. Will Street Fighter III be released and if so when? 

4. Street Fighter Champion Edition is soon to be released on 
the Mega Drive, will the graphics and sonics be as good as the 
SNES version? 

5. What makes the Neo-Geo better than the SNES? 

Please please please print these questions in your totally excel¬ 
lent and colourful magazine. 

Joseph Akrigg, Britannia Crescent, Liverpool 

1. Most probably not, you’re going have to wait for the 
official release. 

2. Leads won’t do much good I’m afraid. 

3. Capcom aren’t saying. 

4. Not a chance matey. 

5. More memory and more colours. More more 
moolah too though. 

Dear Guys, 

I am going to America on holiday this 
year and I want to buy some Super 
Nintendo stuff. I'm a bit worried in case 
the games don’t work when I get back. I 
have a British Super Nintendo and I use 
it on our Scart telly. 

Will I be able to use the games and 
will I be able to use the Superscope? My 
pal says that all the games work on all 
the machines but he’s got a PC Engine 
so he probably doesn’t know. He also 
says that Nintendos give you eppileptic 
fits, is this true? Please answer because I 
don’t want to waste loads of money. 

George Cowan, Darlington 

American games will work on a 
British system when used with a 
convertor, but unfortunately the 
Superscope will not. As to 
Nintendo systems causing eppilep- 
sy they have a similar effect to 
strobe lights - check with your GP. 


101 



FEBRUaRy ’93 

super acnon 










Dear Guys , 

As I am new to the excellent SNES world I have a few questions I would like you to 
answer, (that is if you would be kind enough to do so) 

1. I know Magicoms are illegal, but exactly is a Magicom? 

2. How much RAM is there in the SNES? 

3. What software/hardware is used in making a game? 

4. Is there any news on the DSP chips and when will we start seeing them? 

5. How can I get hold of issues one and two? 

Thank you very much! 

Jami Bell, Burnley, Lancs 

1. A Magicom is a very dodgy device which can copy cartridges onto floppy 
disk. Piracy using this system is already rife but it is illegal, it can damage 
your machine and most games won’t work on it. If console piracy takes off 
then the quality and quantity of games will drop very quickly. Don’t 
encourage it. 

2. Unspecified, but then it doesn’t need much. Probably 256k. Consoles 
need RAM for things like control, game saves and high scores. Everything 
else is handled by ROM. 

3. A PC with a Super Nintendo Emulation kit is used and graphics are 
designed using a paint package, usually Deluxe Paint. Music is programmed 
either directly or on various keyboards. Teams develop games these days, 
no more bedroom computer geniuses. This is big business. 

4. Super Nintendo DSPs have existed ever since Pilotwings and quite a few 
games use them. They are however becoming more powerful. Read about 
Nintendo's own Super FX chip in our news section. 

5. Again, try writing to our subscriptions department. 

Dear Guys , 

I can’t get hold of the British Superscope in the local shops. They sell it bundled with a 
console but I can’t get hold of it on its own. I got the Streetfighter II bundle for 
Christmas but really want the scope. 

Also, can you tell me when Gladiators will be out for the SNES? Also, can you 
tell me what is best, a Mega Drive or a SNES? I really like Sonic the Hedgehog and I 
know you can’t get it for the Nintendo, but will it be coming out? 

Karl Horrigan, Smith Down, Merseyside 

The Superscope should be in the shops on its own by the time you read 
this. It works out quite expensive when bought separately but the bundled 
pack is exceptionally good value. Gladiators should be available on 
American import very soon, in fact it should be available as you read this. 
As to whether a Mega Drive is better than a Super Nintendo, we think that 
one is obvious: the Super Nintendo wins hands down. 


Dear Guys , 

I heard that you can turn all the characters into little characters in Super Mario Kart. I 
still don't know how this actually works and what does it do exactly? Also, my mate 
says that there is a secret bonus level in Gradius 3 and we’ve tried everything but still 
can’t find the damn thing. Please, please, please can you help? 

Graham Sharp, Kingston, Surrey 

Well normally we don’t give out cheats in this section, but we’re feeling 
generous today. To achieve smallness in Super Mario Kart, move to the 
chracter selection screen, hold down the Y button and press the A button. 
Your chosen character should now shrink. It makes the game harder. The 
secret level in Gradius 3 is in the bubble section, try flying through the gaps 
in the floor, you will find it. 
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Dear Guys, 

To all, hearty salutations. Just writing to pose some queries and 
grant some accolades. Firstly, congrats on a veritable volume of 
excellence. Your first issue was ace, it’s good to see a mag that 
is actually 100% Super Nintendo. 

Do you know which of the companies advertising in your 
magazine would actually forward software to Australia? It can 
be very difficult (and expensive) to get software over here in 
Oz. Anyway, it’s an excellent mag but it would be nice to see 
more than one person’s view of a game. Also, was there any 
specific reason why all the letters start with Dear Guys? 

Piers Druz, South Australia 

Thanks for the congrats Australian dude! It may well 
be possible for you to recieve software from British 
companies, try dropping them a freindly line with your 
address and requirements. They'll probably ask you to 
supply extra postage but there shouldn’t be a problem. 



Dear Guys , 

I recently read a CD feature in another Super Nintendo maga¬ 
zine. The feature told us everything we wanted to know about 
the other CD systems, but very little about the Nintendo 
machine. I'd like to know a few things and I was wondering if 
you knew any more than they did. 

1. Is the Taito Wow Wow CD system, a 16 bit machine and is 
it compatible with anything else? 

2. When will the Taito Wow Wow be available in this country? 

3. Is the Wondermega any good and is it better than a Mega 
Drive/Mega CD combination? 

4. When will the Nintendo CD be out? 

5. How much will it cost? 

6. Will it be CDi compatible? 

Mark Shaw, Hillingdon, Middlesex 

1. The Taito Wow Wow is a 16 bit machine and uses 

Taito’s arcade technology. t 

2. It might never turn up in this country and is a while 
off even in terms of a Japanese release. 

3. It is fairly good and it has a built in Karaoke device. 

Other than that, it will be no different to the Mega CD. 

4. The Nintendo CD ROM-XA is pencilled in for an 
August release in Japan. It looks like it will be on time. 

5. It should cost $200 when it's released, but it may 
work out at £150-6200 when it is launched over here. 

6. Well, possibly, but the chances are that it won’t. 


Dear Guys , 

I have two questions which I would like you to answer; 

1. Is there a cheat for the Japanese Super Nintendo version of 
Super Ghouls ’N’ Ghosts that allows you to select a weapon 
for any level? If one does exist, could you please tell me it? 

2. Is the JB King joystick compatable with the UK Super 
Nintendo System? 

Gavin Hall, Darlington, County Durham 

1. Nope, I'm afraid not. I think you want to get hold of 
the magic bracelet that allows you to defeat the final 
baddie, but you’ll just have to open every chest and 
hope you find it (second time around). 

2. Well, we have conflicting reports. It works well 
enough as far as we can tell, but the button layout 
seems to change. X becomes B and so on. 
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iTENDO GAME 


Win every episode of the original series 


IMS Ltd, P.O.Box 28, Morthampton NNI 5DS 

Calls cost 36p (cheap) 48p per min (all other times) pemin. Max call time 7.5 minutes. All competitions end 
31.3.1993. Multiple choice questions, with decider. Please be sure that you have permission to make this call 








‘Nintendo’, ‘NES\ ‘Super NES' and 'Game Bo/ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 



T he definitive guide to Super 
Nintendo games and it’s right 
here in Super Action Magazine. 
Just about every single Super 
Nintendo game ever is reviewed in 
the next ten pages. Every genre, 
every title, all here for your 
delight and delectation. Make your 
decisions here as we tell you what’s 
hot and what’s not. 




Battle Blaze 

American Sammy 

Jap/US import 

This two player game is a poor relative 
of Streetfighter 2 which features a large 
range of characters to 
choose from and a 
moves. The graphics, 
while attractive are quite badly animat¬ 
ed. The main problem with this title is 
the standard of the competition and 
with rivals like SF2 and Ranma 1/2, it 
never really stands a chance. There’s 
nothing really bad about it, it’s just that 
it has nothing special to offer. Best 
avoided in deference to something 
(anything) better. 



good range of 
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Final Fight 

Capcom 

Official 

One of the first third party games avail¬ 
able on the Super Nintendo and 
arguably one of the 
best. You play the part 
of either Cody or Haggar (not both, 
this is a single player game) as they 
tread the streets looking for a kid¬ 
napped girl. Simplistic action is more 
than made up for by spectacular and 
brilliantly animated graphics. A stunning 
adrenaline rush with loads of fast paced 
action. Although this lacks any real long 
lasting challenge, it’s the kind of game 
you return to again and again. One 
strange thing is that Guy, the third 
character in the arcade game, is myste¬ 
riously missing. 


Final Fight Guy 

Capcom 

Jap import 

A funny one this. It’s exactly the same 
as Final Fight, only you get to play Guy 
rjTJWK instead of Cody. Guy is 
a much better charac¬ 
ter than Cody and as a result, this ver¬ 
sion is slightly easier to complete. As 
ever, the graphics and sound are abso- 
lutley stunning and it’s just as frantic as 
its predecessor. If you already have the 
first Final Fight, there is absolutely no 
point in buying this. It’s one or the 
other I’m afraid. 


George Foreman’s KO 
Boxing 

Acclaim 

US import 


I^U UUl LU U 

El 

'e your box 


Oh dear, what a tragic disaster this 
turned out to be. Lots and lots of rapid 
button pressing and 
very little need to 
move your boxer. You couldn’t if you 
wanted to anyway, he’s firmly nailed to 
the canvas and can only sway left or 
right. Graphically bland and totally lack¬ 
ing in gameplay, its one saving grace is a 
lot of very nicely sampled sound. You 
don’t buy games to listen to and this is 
best avoided (at all costs). 


Golden Fighter 
Culture Brain 
Jap/US import 


50 % 


Widely anticipated and universally 
derided Streetfighter clone. Nice fea¬ 
tures include a 
scrolling “adventure” 
section and some decent sound, other 
than that, it’s an appalling travesty of a 
game with jerky graphics and mindless 
gameplay. Don’t be fooled by screen- 
shots, this is a turkey. The hype that 
surrounded it pre-launch was all in vain 
and this might just be the biggest disap¬ 
pointment in video game history. 
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King of the Monsters 

Takara 

Jap/US import 


Some hugely enjoyable monster fun as 
you take control of some very dodgy 
looking characters. 
Graphically, this is 
nothing to write home about and its 
lasting appeal for a single player is ques¬ 
tionable. Two player games though, are 
massively addictive and great fun. A 
worthy purchase and a fantastic laugh. 
Godzilla meets Streetfighter! 


Last Fighter 

Banpresto 

Jap import 


70 °/( 


Weird Japanese cartoon characters in 
Super Deformed mode (this is where 
they make cartoon fig¬ 
ures small and cute to 

_ 

appeal to younger kids). It looks won¬ 
derful, nice sprites and often gorgeous 
backgrounds. Sadly though, there are 
too few moves and it’s far too easy. 
Quite fun in two player mode though, 
but best suited to young kids. 


Pitfighter 

THQ 


US import 

There’s no excuse for a conversion like 
this. Pitfighter is essentially dead simple 
and a group of mon¬ 
keys could have done a 
better job than this. Duff graphics, 
ridiculous sounds and nothing to rec¬ 
ommend it at all. Avoid at all costs, 
even if you loved the arcade game. 


32 °/« 


Ranma 1/2 

Masaya 

Jap import 
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A rather brilliant Streetfighter inspired 
beat ’em up based on Japanese cartoon 
m characters. The wide 
variety of characters 
and moves available are backed up by 
fluid gameplay and sparkling graphics. 
Sound effects are striking and humor¬ 
ous and the whole thing is incredibly 
slick. A definite consideration for those 
of you who have grown tired of 
Streetfighter. Lovely stuff. 


Rival Turf 

Jaleco 

Official 

A cross between Double Dragon and 
Final Fight. Visually very similar to Final 
PJ fjf Fight but with small 
LSJp p characters and two 

player gameplay. There are loads of 
special features including a limited, but 
fun one on one mode and some nice 
use of mode seven. Graphics are ropey 
at times but reasonably good. Not 
nearly as polished as its Capcom rival, 
but good fun anyway. Two player mode 
helps enormously. 




\ 


















Sonic BlastMan 

Taito 

Jap import 



Not a conversion of the arcade game, 
but a brilliant use of the characters 
TTJTm flT nonetheless. Looking 
iLlL ver y m uch like Final 
Fight but with slightly better graphics 
and some hilarious special effects. 
Definitely one to look out for and one 
of the funniest games out. 


Streetfighter 2 

Capcom 

Official 



The granddaddy of them all and possi¬ 
bly the best Super Nintendo title today. 

Unmatchable gameplay 
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t combined with arcade 
perfect graphics and sound. This is a 
true classic and an amazing demonstra¬ 
tion of what the Super Nintendo is 
capable of. You must have this, it’s as 
simple as that. 


Super Double Dragon 

Technos 

US import 




Unexpectedly brilliant scrolling beat 
’em up with rather nice graphics and a 
lot of sparkle. The 
Q addition of blocking 
and throwing moves adds a huge 
amount of variety to this title. The 
music and sound effects are very smart 
and it’s all very polished. Questionable 
testability for a single player, but the 
best game of its kind for two fighters. 



TKO Boxing 

Sofel 

US import 


Reasonable boxing game with very little 
to distinguish it from any other boxing 
game. The graphics, 
while slick and fluid, do 
the atmosphere of real 
boxing. Sound is good, but virtually 
identical to all the other American 
sports games. Nice samples and lots of 
guitar, it doesn’t play too badly but it 
gets very repetitive very quickly. 



little to convey 


Turtles In Time 
Konami 

Official/US Import 


Although the Turtles are old hat, this 
game gives them a new breath of life, 
rp Beautiful looking and 
wonderful sounding 
action as"you guide the Turtles through 
a world filled with terror. Travel back¬ 
wards and forwards in time as you try 
to rescue dizzy April O’Neill. Massive 
levels and loads of variety combined 
with some truly amusing effects. Look 
out for the amazing F-Zero level. 


Ultraman 

Bandai 

Official/jap import 
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Great big rubbery sprites wobble 
around on unconvincing backgrounds, 
exactly like the 

_ •! Japanese TV show it’s 

based on. One of the first games avail¬ 
able and it shows. Still, it has a die hard 
following and it’s good for a laugh. I’d 
question the merits of actually shelling 
out dosh on it though. 


WWF 

Wrestlemania 

Acclaim 

Official/US import 

The Wrestlemania phenomenon is 
huge. I can’t for the life of me figure it 
out (although I do like 
Hacksaw Jim Duggan) 
and this game replicates the look and 
feel of the event perfectly. Wrestling 
games tend to err on the side of rub¬ 
bish, but to be fair, this is one of the 
best. Smart graphics and brilliant sound 
add up to a reasonable license. Strictly 
for WWF fans though. 



DRIVING GAMES 

Scream your way around world 
famous racetracks in the fastest 
video games ever. No prizes for 
coming second here. 




Aguri Suzuki 
Formula One 

LOZC 

Jap import 

Ooh! Ooh! The first split screen mode 
seven driving game, arriving just a tad 
before Super Mario 
Kart and to much criti- 
cal acclaim. It’s all nice and fast and the 
graphics are, for the most part, rather 
attractive. Things get a bit vague at 
times and a lot of the screen area has 
been wasted on sky when it could have 
been put to better use making the road 
bigger. Nice and jolly though and a very 
respectable racing sim. 

Battle Grand Prix 

Naxat 

Jap import 

The Japanese are very keen on this 
style of overhead racing game and in 
form, it looks like a 
scrolling Super Sprint. 
The genre was started by Sega with 
their ancient Monaco GP coin-op and 
hasn’t progressed much since. 
Unpredictable controls combined with 
irritating qualifying circuits mean that 
you’ll get frustrated very quickly. For a 
game of this type though, it’s one of the 
better efforts. 

Big Run 

Jaleco 

Jap import 

A very early Super Nintendo release 
and boy does it show. Incredibly jerky 
graphics and appalling 
gameplay show this up 
as a rushed attempt to cash in on a 
popular coin op. Racing through the 
desert in a Porsche 959 may sound like 
fun, but not in this particular game it 
isn’t. A truly duff that should be avoid¬ 
ed at all costs. 

Cyber Formula Racing 
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cy 

Takara 

Jap import 


Very similar in style to Battle Grand 
Prix, this is yet more vertically scrolling 
split-second racing. 
WMk This time though, it’s 

set in the future and features some 
very high-tech vehicles. The graphics 
are colourful and exceptionally smooth 
but its a sad case of more of the same. 
Not bad, but not really exciting. 
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F-Zero 

Nintendo 

Official 

Still regarded by many as the definitive 
Super Nintendo racer, this spectacular 
mode seven extrava¬ 
ganza is as addictive as 
it is attractive. Superlatives spring 
immediately to mind and are an apt 
description of every aspect of the 
game. Its only failing is the lack of a two 
player option, but apart from that, it’s 
nigh on perfect. The ultimate bench¬ 
mark for racing games and expert use 
of mode seven, if you haven’t got it 
then it’s patently obvious that you’ve 
never seen it, let alone played it. The 
recommendation for this game is unre¬ 
served... are you convinced yet? 


FI Exhaust Heat 

Ocean 

Official 

As it stands, this is by far the best 
Formula One racing game available for 
the Super Nintendo. 
Marred slightly by 
repetitive backdrops and some annoy¬ 
ing slowdown. It is gorgeous to play 
however and combines strategy with 
fast action driving. There are some gor¬ 
geous effects but it will soon be 
upstaged by the sequel, imaginatively 
named FI Exhaust Heat 2. There is a 
lot of competition in the Formula One 
field, but those in the know immediate¬ 
ly reccommend this game above all oth¬ 
ers. An all time classic. 


RPM Racing 
Interplay 
US import 

This looks and sounds very unusual 
indeed. A split screen driving game with 
FJTTfJf weirdo interlace 
IJJX® graphics. Everything is 

very detailed and fiddly looking, but 
strangely attractive nevertheless. The 
scrolling, while generally smooth, does 
tend to jerk occasionally and some cor¬ 
ners can be a bit unpredictable. A track 
designer adds to the lastability but it’s a 
bit too slow to be fully recommended. 


Super Off Road 

Tradewest 
US import 

Iron Man Ivan Stewart is a popular off¬ 
road racer in America and completely 
unknown over here. 
The game is based on 
his dirt racing antics and is a mildly 
addictive Super Sprint variant. The 
graphics are simplistic and at times, 
rough, but the animation is nice and 
slick. If anything, it’s a little too easy but 
two player racing makes up for it. 




Top Gear 

Gremlin 

Official 
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Back to the good old days of Out Run, 
only this time with split screen two 
player mode. The 
graphics don’t rely on 
mode seven and as a result, it looks a 
bit like Lotus Turbo Challenge (the 
game it’s based on) but they are fast 
and fairly smooth. What this has in 
buckets though, is fast action and loads 
of tracks. A good solid racer with plen¬ 
ty of features. If it weren’t for the two 
player mode then the mark would drop 
but frankly if you’ve got a copy of this 
and a copy of F-Zero then you’re fully 
kitted up for racing games on the Super 
Nintendo. One day they might just be 
able to combine the two of them, that 
would be nice, oh yeah see below. 


Super FI Circus 

Nichubitsu 
Jap import 

Hey, hey! More vertically scrolling rac¬ 
ing stuff, this time with proper Formula 
One cars. The problem 
with all these games is 
that they’re impossible to play until you 
complete a qualifying circuit, a process 
which is incredibly dull and time con¬ 
suming. It’s smooth though and one of 
the better overheads. 



Super Mario Kart 

Nintendo 

Official/US import 

You probably know the verdict for this 
one already. Perhaps the best driving 

rrff n? game ever - Sp,it 

CJB mm? screen > two player, 
stop the traffic, rock ’n’ roll action. 
Spectacular graphics, unbelievable 
sound and some of the best gameplay 
ever. You have to have this, it’s utterly 
superb and it gives you the horn. 


SHOOT EM UP'S 

Blast your way to victory in the 
noisiest, bloodiest games of all. 
Visit strange planets and blow 
the inhabitants into space. 




Acrobat Mission 

TEICHIKU 
Jap import 
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Yet another vertically scrolling blaster 
and not a particularly amazing one at 
that. If a company is 
going to release a game 
like this, they might as well give it at 
least a spark of originality. This has 
nothing of the sort and the banal graph¬ 
ics and sound do little to help. If you 
have every other game of this type, you 
might want to take a look but it’s far 
too easy for most people. 


Axelay 

Konami 

Official/US import 

Every now and then, a shoot ’em up 
comes along that’s worth getting excit- 
r» ed about. Axelay is just 
ClJf wUL< suc h a game and to 
date, it has the best graphics of any 
Super Nintendo game. Incredible paral¬ 
lax, amazing use of mode seven and 
incredibly addictive gameplay. Probably 
the best blaster on the SNES, it’s just a 
shame it’s so short. A couple more lev¬ 
els and this would have been perfect. 
As it is, it’s bloody brilliant. 


Cosmo Gang 

Namcot 
Jap import 


82 


Hooray, a game that relies on neither 
big names or amazing graphics. This 
r? incredibly funny shoot- 
er is based on those 
bash the mole games but actually takes 
the form of an advanced Galaga clone. 
The graphics are very, very amusing, as 
is the rather hysterical Japanese sam¬ 
pled commentary. It might not look 
much, but it’s one of the best shoot 
’em ups we’ve played. 
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Darius Twin 

Taito 

Official/Jap import 


A very underrated shoot ’em up that 
wins support for a lot of reasons, but 
mainly the simultane- 

_ 1^ ous two player option. 

In single player mode, it’s challenging 
and frenetic although the graphics are 
very tiny and difficult to see. It looks 
better the further you get and the vari¬ 
ous “routes” add to the lastability. One 
for fans of the coin-op and people with 
good eyesight. 


Dimension Force 

Asmik 

Jap import 

An incredibly duff game that should 
have been left in the programmer’s bin. 

The normally talented 
Asmik have come up 
rkey. Pointless use of 
mode seven does little to enhance a 
dull and lifeless blaster. Music is horri¬ 
ble and there is nothing good to say 
about this. 
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Gradius 3 

Konami 

Jap import 


The good news is that this is one of the 
finest blasters available on the Super 
Nintendo. The bad 
|^*J news is that Konami 
will probably never release it here, cit¬ 
ing that it’s “old hat”. The graphics are 
wonderful, detailed and colourful, but 
some serious sprite slowdown occurs 
on busier screens. Check it out though, 
it’s a real winner. 


Hjperzone 


Jap/US import 

Oh dear. It looks like F-Zero with guns 
and it plays like a dog. Unbelievably dull 
and repetitive, this is 

_JL simply an exercise in 

mode seven scrolling. It looks attractive 
but don’t be fooled. Easy, pointless and 
ultimately unrewarding. Check it out if 
you’re a masochist. 
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Parodious 

Konami 

Official/Jap import 

Easily the cutest game ever, this classy 
shoot ’em up should be used as a 
FJP P]l benchmark by other 
r*J| programmers. There is 

so much to it, from the wonderful 
graphics to the near-perfect sound. 
Playability is identical to the Gradius 
series of games but so much more 
appealing. A must have for all Super 
Nintendo blast fans. Better bring a sick 
bag though. 


Phalanx 

Kemco 
Jap import 

Much maligned blaster with quite a few 
nice touches. Ignored largely due to 
JTTW fiV bland graphics, this has 
some very nice and 
very challenging levels. Nice weapons 
that add to the strategy required in this 
game and some nice tunes to back it 
up. Don’t be put off by appearances - 
this is a gem. 


Raiden Trad 

Toei 

Jap import 


You’d have to be a special kind of stu¬ 
pid to shell out cash on this one. It’s 
based on an average 
coin-op and is 
nowhere near as good. The graphics 
are small and dull and the game is 
incredibly sluggish. Fans of the arcade 
game would be more than disappointed 
with this conversion. 



Strike Gunner 

NT VIC 
US import 



More vertically scrolling action as you 
take on the forces of an alien empire 
(just for a change) with 
[» the usual extra 
weapons and stuff. Not very inspiring, 
but technically adequate blaster. It’s by 
no means the worst game of its type 
and should be considered. 
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Super Aleste 

Toho 

Official 


89 


At last, PC Engine Gunhed gets an air¬ 
ing on the Super NES and what a job! 

Amazing mode seven 
graphics add greatly to 
the challenging pyrotechnic action. 
More weapons than you know what to 
do with and some very interesting 
attack patterns. The best vertical 
scroller on the Super Nintendo, 


Super EDF 

Jaleco 

Jap import 

Super EDF is a pretty and at times chal¬ 
lenging blaster. It’s based on a little 
P¥TTfj known coin op and it’s 
WM) Wfi a damn near perfect 
conversion. Sadly though, the original 
wasn’t too impressive and as a result, 
this is merely adequate. Nice graphics 
throughout but there’s far too much 
slowdown. 

Super Pang 

Capcom 
Jap import 

OK, so it’s not strictly a shooter, but 
you do have to blast things. Pop the 
rrn m bubbles until they dis- 
||n£ appear and that’s about 
it. Sounds dull, but in reality it’s one of 
the most addictive Super Nintendo 
games yet. Great graphics help and the 
music and sound effects are just fine. 


Super R-Type 

Irem 

Official 

Very classy looking, highly attractive 
shoot ’em up. Lots of nice bits and a 
few interesting bad 
guys, but not much in 
the way of originality. It looks and 
sounds superb but jerky scrqlling and 
lots of slowdown mean that this is a 
heavily overrated title. Not bad at all 
but too short and a little too easy. 

Super Smash TV 

Acclaim 

Official/US import 

Fabulous conversion of the coin-op, 
helped massively by the fact that a 

9 P fjf Super Nintendo con- 
trol pad has four but¬ 
tons. Neat graphics and smart sound 
are totally eclipsed by the frantic, at 
times insane, gameplay. Absolutely 
spot-on and one of the closest conver¬ 
sions ever. 


Super Swiv 

Storm 

Official 



Play on land as a jeep or sky-bound as a 
helicopter in this quality shooty that 
fTf should hook you from 
the start. With great 
graphics and sound it’s a sure-fire win¬ 
ner on the SNES. 
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Thunder Spirits 

Toshiba EMI 

Jap import 


The Thunderforce series of games 
were a big hit on the Mega Drive, but 
this Super NES conver¬ 
ts sion lacks the technical 
excellence of the original. Not that it’s 
bad, it’s simply that Mega Drive owners 
are far easier to please than we are. 
Nice ideas but very shallow gameplay. 


UN Squadron 

Capcom 
Jap import 


89 


Based on Japanese comics of the same 
name, this is a conversion of a Capcom 
coin-op. There are 
loads of differences 
between this and the original, but most 
of them are improvements. Nice graph¬ 
ics, excellent music and loads and loads 
of firepower. A fast, exciting and very 
difficult blast. 


Warpspeed 
Accolade 
US import 


Simplistic, but still highly entertaining 
3D blaster, drawing a great deal of 
ErT PiT influence from the 
H | crusty old Star Raiders 

on the Atari VCS. Although lacking in 
variety, the intergalactic dogfights are 
challenging and exciting. A nice exercise 
in nostalgia and some very interesting 
graphical effects. May be outdone by 
Wing Commander. 


STRATEGY/PUZZLE 

Use your brain rather than your 
trigger finger as you solve 
puzzles, use strategy and think 
your way out of danger. 



Cameltry/On The Ball 

Taito 

Jap/US import 



this a maze game and this one relies 
entirely on mode 
seven. Rotate the 
screen and move a small ball through 
the level. Challenging, original and fun, 
make sure you get the vastly enhanced 
and much bigger US version. It has far 
more levels than the otherwise fabby 
Jap version. 
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Chessmaster 

Mindscape 

Official 

What can you say about chess? As a 
two player game, this is reasonably pre¬ 
sented and is as good 
as you make it. Play the 
computer on your own though and 
you’ll soon discover it plays a mean 
game. Sadly though, the graphics are a 
bit poor and the music is utterly rub¬ 
bish. A poor effort but then, you have 
no choice. 


52 °/ 


Earthlight 

Hudson 
Jap import 

Although the essential ingredients of 
graphics and sound are somewhat mini¬ 
malist, there are some 
very nice aspects to 
Earthlight. Unfortunately though, the 
reams and reams of Japanese text make 
it completely impossible to play (unless 
of course you happen to be fluent in 
Katakana) and this should be avoided. 
UK conversion very unlikely. 



Gundam F9I 

Bandai 

Jap import 


The Gundam characters are enormous¬ 
ly popular over in Japan and this game 
W sold by the bucketload. 
^ Although it has a fair 
old bit of Japanese text, it can be fig¬ 
ured out and will appeal to both robot 
and strategy fans. It’s like the battle 
sequences of an RPG with all the role 
playing removed. 



Lemmings 

Sunsoft 

Official 

A spot on conversion of the computer 
original and believe it or not, an 
improved control sys¬ 
tem. The graphics are 
functional rather than gorgeous, but 
saving the lives of hundreds of 
Lemmings is enormously addictive. 
Good music too and a top class game. 



Populous 

Imagineer 

Official 

This game moved mountains when it 
arrived on home computers a couple of 
years ago and the 
Super Nintendo ver¬ 
sion is excellent. Play god and rule a 
world, with excellent music and some 
very interesting graphics. Lots to do, 
lots to see and lots to keep you going. 


90 % 


Sim City 

Nintendo 

Official 

Gorgeous, involving and utterly fabu¬ 
lous conversion of the home computer 
fave. Build a city, keep 

_ [•] it going and if you get 

bored, destroy it using natural (and 
supernatural) disasters. The graphics 
and sound are just about up to the job, 
but this scores well on gameplay alone. 
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Tetris 2 

Bullet Proof Software 

US import 


It had to be. A souped up version of 
the original classic...with the original 
classic included. The 
graphics are pretty and 
functional, the music at times can be 
grating. What more can we say? Build 
those blocks! 


88 


Utopia 

Gremlin 

Official 



Neat graphics, often fabulous sound 
and a great deal of strategic role playing 
are the order of the 
day in Utopia. In style, 
it’s very similar to the classic Populous, 
but in play, it’s a lot faster and more 
enjoyable. Solid stuff this. 


87 °/< 


RPG/ADVENTURE 

Polish up that sword, dust off 
that shield, brush up on your 
magic powers and head off into 
a land of fantasy. 



Actraiser 

Enix 

Official/US import 


It’s hard to know quite what section to 
put this in. At first, it appears to be a 
side-on slasher in the 
^ mould of Rastan Saga. 
Delve a little deeper and you’ll discover 
that this is in fact a huge, sprawling RPG 
with elements of Zelda and Populous. 
Classic stuff and still one of the best 
SNES soundtracks. 


1 

i 

















Arcana 

HAL 

US import 

Although this looks like a fabulous 
Dungeon Master clone, it is in fact a 
W f tedious, plodding 

excuse for an RPG. 
Combat is immensely dull as is the gen¬ 
eral content of the game. Not much to 
recommend it and don’t be influenced 
by the lush graphics. It’s a bummer. 


Drakkhen 

Kemco 

Official 

Weird 3D perspective is generated by 
the fluid polygon graphics. Other than 
CT P7f that, it’s much the 
£ same as all the other 
RPGs available. This one does have 
smart bits, but not really enough to lift 
it above the crowd. Competent and 
well designed, but too heavily struc¬ 
tured to be addictive. 


Final Fantasy 2 
Squaresoft 
US import 

Although this looks incredibly dull, the 
sheer depth and scope of the game 
rTTTfJfM ma ke it an instant clas- 

LhJLe m s ' c * Shodd y and b° rin 2 

graphics are greatly enhanced by the 
addition of a stunning soundtrack. Lots 
of puzzle solving and fighting and a fair 
old bit of wandering around. 


Final Fantasy - Mystic 
Quest 

Squaresoft 
US import 

Much the same as its predecessor but 
slightly improved in the graphics 
department. This will 
be relished and 
ryone who completed 
the previous game and is a good intro¬ 
duction to the genre for people who 
haven’t played this kind of thing before. 



enjoyed by 


Lagoon 
Kemco Seika 
US import 


81 % 


This Zelda inspired romp has some 
very colourful graphics and often spec¬ 
tacular sound. It’s 
more arcadey than 
most RPGs, again a little like Zelda. 
However, it’s neither as deep nor as 
detailed as Nintendo’s classic and as a 
result, it looks like a poor imitation. 
Judged on its own merits though, it’s a 
nice little game. 


Legend of the 
Mystical Ninja 

Konami 
US import 


Gorgeous looking, brilliant sounding 
RPG romp combined with some nice 
arcade sections. The 
ft challenge is larger and 
more difficult than it first seems and 
you’ll play this one into the wee small 
hours. Definitely recommended and 
entirely wholesome stuff. May get a UK 
release from Konami but this is as yet 
unconfirmed. We'll definitely keep you 
posted though. 


Soul Blazer 

Enix 

US import 
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Second only to the mighty Zelda, this 
fabulous RPG is easy to get into and 
will have you playing 
for weeks. The graph- 
ics are detailed and often stunning, with 
good use made of the Super Nintendo 
hardware. Music is fine and the game- 
play is deep and involving. A nice game 
and excellent value for money. 


Super Chinese World 
Culture Brain 
Jap import 


Duff looking RPG that looks nothing at 
all like a Super Nintendo game and 
plays very badly 
II indeed. Even once you 
figure out the huge amounts of 
Japanese text, you’ll have no interest at 
all in getting any further. It’s a load of 
old tosh and you should avoid it like 
the plague. 



Super Wagan Island 

Namcot 
Jap import 

Bizarre mixture of platform action and 
wacky RPG, this may well be very good 
I kl liViTi indeed. Sadly though, 
ULl | the smart graphics and 
hilarious sound are somewhat pointless 
because of the huge amounts of 
Japanese text. Shame. 


YS I I I 
Tonkin House 
US import 

Fabulous RPG with nice graphics and a 
huge adventure to complete. Everything 
rjy PJV about this reeks of 
|j^ quality and the only 
thing that really lets it down is a 
somewhat weak plot. Check it out 
though, it’s among the best RPGs on 
the Super Nintendo. 


Zelda 3 

Nintendo 

Official 



95 


Last and certainly not least. Zelda 3 is 
the office favourite. This is the creation 
of Mario programmer 
Shigeru Miyamoto. 
Even if you’re not interested in RPGs, 
the combination of arcade action and 
clever puzzles is a joy to behold. This is 
one of the finest video games ever and 
you simply must have this. Gorgeous 
graphics, great gameplay and months 
and months of challenge. 


PLATFORM GAMES 

Mushrooms, Koopa Troopas and 
trampolines are tne order of the 
day. Bounce your way through 
worlds filled with wonder. 



Adventure Island 

Hudsonsoft 

Official 
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Another World 

Interplay 

Official 



91 % 


More platforms than blasting mean that 
Another World narrowly makes it into 
this category. The 
graphics are very 
unusual polygons, put to good use 
though and exceptionally realistic. The 
music is atmospheric and superb and 
the gameplay is deep and complex. 
Once finished, you’ll try to do it faster 
and better than before and enjoy it 
hugely. Highly reccomended. 


The Addams Family 

Ocean 

Official 


T HE UNOERGHOUND 
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Slick and playable platform game that 
lacks the depth and playability of say 
Mario, but still a wor¬ 
thy and enjoyable 
effort. The graphics are often gorgeous, 
but slightly repetitive. Music can be 
plain annoying but it does have that 
addictive spark that will keep you at it 
for days. 




Dino City 

Irem 


jap/US import 


Also known as Dino City, this is a mod¬ 
erately entertaining platform game with 
a couple of novel fea- 
tures. You control two 
characters at a time, one a dinosaur 
and the other its human rider. The 
graphics are colourful and bright but 
there’s not much else to separate it 
from the madding crowd. 
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Dragon’s Lair 

Elite 

Official 



Striking platform slasher with some 
very nice graphics. It’s very unusual in 
rjT ri appearance and the 
Cjl ^ ILLL control method takes 
quite a while to get used to. Once 
you’ve mastered it though, you’re in for 
a nice treat. It’s just a shame it wasn’t a 
bit bigger though. 


Home Alone 

THQ 

US import 

Listen carefully, I shall say this only 
once. If you buy Home Alone, then you 
FTP are a very sick person. 
LEr wUi You need help, lots of 
it and right now. It’s crap. No kidding. 
Do not buy it. Do not rent it. Do not 
stay home, alone. 


Home Alone 2 

THQ 

Wish it was an export 



Remember what I told you about the 
first Home Alone game? Well, pay 
pnF [Tf attention. Go home, 

■uL * oc * < ^ oors ’ na ‘* t ^ ,e 

windows closed and don’t go out. Even 
if somebody offers you this for free, 
run for it and tell the police. A total 
duffer with no redeeming features at 
all. Warning warning! 


Hook 

Sony 

Jap/US import 


Although Hook can be slow at times, it 
still m anages to keep you interested. 

The graphics are love¬ 
ly, with real depth and 
character and although the gameplay 
has been done fifty squillion times 
before, you’ll probably love it anyway. 



Jerry Boy/Smart Ball 

Sony 

Jap/US import 

I love Jerry Boy. After reading reviews 
in other magazines, it becomes obvious 
that they haven’t both- 
ered playing it proper¬ 
ly. Give it time and you’ll discover that 
the antics of a small lump of blue jelly 
could be the most entertaining experi¬ 
ence of the decade. Lacking slightly in 
sonic and graphic rewards, but oozing 
playability from every pore. 

Joe and Mac 

Elite 

Official 

Spot on conversion of the Data East 
coin-op and a credit to the British team 
who did the job. 
Hampered only by the 
limitations of the original, this is an 
attractive and playable romp. Nice 
graphics, excellent sound and a whole 
load of gameplay. 

Krusty’s Super Fun 
House 

Acclaim 

Official 

Krusty is Bart Simpson’s hero. A clown 
from the local TV station who spe¬ 
cialises in showing 
super-violent cartoon 
shows. In this game, you have to rid 
Krusty’s Fun House of the rats who 
now infest it. Classic platform action 
ensues with a huge dose of puzzle solv¬ 
ing thrown in. The graphics are simple, 
yet perfectly adequate and the sound is 
just right. Good fun and very addictive. 

Magic Sword 

Capcom 

Jap/US import 

Oh dear, Capcom’s first duffer? Well, 
it’s not up to their normal standard but 
it’s by no means a 
w f : turkey. The graphics 

are slick and polished and the music 
and sound effects are brilliant. The 
problem is, that the gameplay is incredi¬ 
bly repetitive and not very enthralling 
to begin with. Kind of like Black Tiger 
with all the good bits taken out. 

Metal Jacket 

Atlus 

Jap import 

Bloody hell! This game obviously 
slipped past quality control and straight 
into the shops. It’s a 
_ LU weak, scrolling plat¬ 
form blaster, sort of like Robocop on 
valium. Graphics look like an early 
Mega Drive game and sound effects fol¬ 
low suit. No need to spend any dosh 
on this, thank you very much. 
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Musya 

Datam 
Jap import 



At first, this looks just a little like 
Castlevania and indeed, it flows along at 
much the same pace. 
* Sadly however, it has 
the depth or scope of 
Castlevania and it soon becomes tiring 
and dull. The graphics are well 
coloured, but poorly designed. Sound 
effects are often tragic and the whole 
thing eventually leaves a bad taste in 
your mouth. 


Prince of Persia 

NCS 


Jap import 

Utterly fabulous in every respect, this 
game has proved to be a perrenial 
m office favourite. You’ll 
come back to it time 
and time again as the game is absolutely 
huge. Masses of action and lush graph¬ 
ics are combined with one of the most 
atmospheric SNES soundtracks to date. 


Robocop 

Ocean 

Official 



The graphics in this game are fantastic, 
and the gameplay, while fun is hindered 
by the difficulty level. 
It’s one of the toughest 
games we’ve ever had in. You can com¬ 
plete it though - well you can if have a 
Game Genie and infinite lives. For the 
toppest games players only. 


Skuljagger 

ASC 

US import 

Bizarre plot and dodgy graphics mask a 
simple and fairly enjoyable platform 
romp. Not much too it 
though and variety fans 
(aren’t we all?) will soon grow bored. 
Nothing drastically wrong with it, but 
then nor does it shine. 


Spanky’s Quest 

Natsume 


US import 

Vastly underrated and hugely enjoyable 
platform feast. Duff graphics and annoy¬ 
ing sound are more 
than made up for by 
the addictive and enjoyable gameplay. 
Don’t let the cosmetics put you off, this 
is a little gem. 


89% 


Super Castlevania 4 

Konami 

Official 

Quickly run out of superlatives very 
quickly as you try to describe the huge, 
sprawling and mind- 
£ lessly addictive nature 
of this game. Fabulous in every respect 
and very, very big. A platform-purist’s 
game and full of wonderful surprises. A 
must-have. 
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Super Ghouls *n* 
Ghosts 


Capcom 

Official 

Capcom’s first effort on the Super 
Nintendo and still one of the all time 
greats. Fantastic graph¬ 
ics combined with 
creepy, orchestral music in this fabu¬ 
lous remix of the Capcom coin-op. 
Even when you get to the final level, 
you’ll discover that reaching the end is 
just the start of your problems.... 


92% 


Super Mario World 

Nintendo 

Official 



This game is synonymous with the 
greatest console in the World so it’s 
going to have to be a 
stonker isn’t it? As 
much fun you can get out of a car¬ 
tridge. If you already got it, I don’t need 
to tell you. If you don’t got it, get it. 


95°/. 


Super Valis 

Telenet 
Jap import 

You run along for a bit, jump over a 
hole, hack a baddie and then run some 
PJP HP more. There’s very lit- 
HJ| WJT tie else to it and as a 
result, Super Valis is dead boring. The 
graphics sometimes look gorgeous 
(especially the clouds) but unfortunate¬ 
ly not that often. 


Xandra’s big 
Adventure 

Namcot 
Jap import 


Very attractive, but very easy platform 
game, with average graphics and often 
dodgy sound. It is good 
fun in the short term, 
but it shouldn’t take too long to finish 
and once you have, you won’t want to 
play again. 
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SPORTS GAMES 

Armchair Olympics mean that 
keeping fat was never so easy. 
Recline in the comfort of your 
own home and play ball! 



Augusta Masters 

T&E Soft 


Jap import 

Smart golf game from the experts, 
marred only by slow update and odd 
graphics. The Japanese 
text can be largely 
ignored and once you figure it out, this 
is one of the better golf sims on the 
Super Nintendo. 


82 


Baseball Simulator 
1000 

Culture Brain 
US import 


Reasonable Baseball simulator and let’s 
be honest. They’re all exactly the same 
^ really. Wiffy graphics, 



_ [I annoying tunes and 

some very'dull gameplay. However, if 
you like Baseball, you’ll probably love it. 


Bill Laimbeer’s 
Combat Basketball 

Hudsonsoft 

US import 


Based on an ancient Amiga game called 
Future Basketball, this one has been 
raised from the grave 
rather than pro- 
grammecTTPs a jerky, bland and utterly 
unimpressive basketball variant. Best 
avoided by people with any sense. 
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David Crane’s 
Amazing Tennis 
Absolute 
US Import 

JUL'M 1 . v» , 
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Fortunately for David Crane, this is 
amazing. The graphics are stunning, the 
UT sour| d effects convinc- 
JgQ ing and the gameplay 
superb. Easily on par with Super Tennis, 
but almost identical in play. 


Extra Innings 
Sony Imagesoft 
US import 


70 % 


This game takes the cutesy approach to 
baseball, with small round sprites bim- 
bling around in a most 
amusing manner It 
actually plays very well and that, com¬ 
bined with rather attractive graphics 
and a good deal of smart music means 
that this is one of the better Baseball 
titles available. 


Fire Dodgeball 

Sunsoft 

Jap import 


This Dodgeball business is very strange. 
It’s amazingly popular in Japan and it 
looks a bit like volley¬ 
ball. Other than that, 
this is a quite unremarkable title. 
Decent graphics, odd music and rea¬ 
sonable gameplay. Totally average. 
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Hat Trick Hero 

Taito 

Jap import 


82°/« 


Fast and accurate conversion of the 
Taito arcade soccer game with slick 
graphics and decent 
sound. It plays brilliant¬ 
ly, especially in two player mode and 
would be faultless were it not for the 
fact that you can score every time from 
a secret spot on the pitch. Other than 
that, it’s great. 
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Hole In One Golf 

HAL 


Jap import 

The first golf game available for the 
Super Nintendo and still one of the 
best. The overhead 
view of the course may 
rTot be ~ realistic as the polygons 
employed by other golf games but it’s 
effective just the same. Nice use of 
mode seven but some tragic music. 
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The IREM Skins Game 
IREM 

US import 

<3§|§^ 
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Nothing to do with hunting or Hannibal 
Lecter, this is golf! Play for cash prizes 
and thrill to the amaz- 
WjO ing mode seven graph¬ 
ics. It’s actually very nice in play and the 
competitive aspect really adds to the 
proceedings. One of the best all round 
golf titles. 


Jack Nicklaus Golf 

Tradewest 
US import 

Apparently realistic, yet painfully slow 
golfing sim. The polygon graphics take 
FSE pT an age to update, but 
■■JE m they are very pretty. 
The power meter could have been bet¬ 
ter too and the whole thing is just too 
unweildy to be recommended. Better 
try Hole in One or Irem Skins. 


John Madden’s 
Football 

Electronic Arts 

US import 


Super Nintendo conversion with none 
of the flair or style of the original. It 

^ looks, sounds and plays 

very badly indeed and 
was massive disappointment for fans of 
the Mega Drive game. Totally stinky. 


John Madden’s 93 

Electronic Arts 

Official 
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Electronic Arts make ammends with 
this hugely improved revamp of the 
fTTTTWJfl I first SNES Madden’s. 

■£' Graphics are slicker, 
music is better and gameplay is much 
better. A smart and playable title with 




NCAA Basketball 

Nintendo 
US import 



ME 
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When this game came in the office 
everybody was transformed in to hi-top 

9 P I 7 I wearing giants. The 

V sound is smart, the 

graphics are good but the gameplay in 
amazing. Total addiction. 


i 


Nolan Ryan’s Baseball 

Romstar 
US import 

Exactly the same as most other baseball 
games, but with decent graphics and a 
smart soundtrack. 
Reasonable stuff and 
you’re spoiled for choice. 



































Pebble Beach Golf 

T&E Soft 
US import 

More 3D golfing antics, this time with a 
real life, world famous course recrezt- 
CTT* m ed for your delight and 
^ p delectation. Nice look¬ 

ing, a bit slow, naff music and otherwise 
exactly the same as all other golf 
games. T&E Soft are rapidly improving 
as their knowledge of the Super 
Nintendo grows. Look out for further, 
better games from them in future. 


PGA Tour Golf 

Electronic Arts 
US import 



By far the worst golf game on the 
Super Nintendo and we were all 
[m expecting it to be the 
best. Duff use of mode 
seven and some very poor screen 
update mean that this is just too slow 
and unattractive to be playable. A big 
surprise from the otherwise excellent 
Electronic Arts. 


Pro Soccer 
Imagineer 
Jap import 

Very poor first attempt at converting 
Kick Off to the Super Nintendo. Crap 
^ graphics, duff sound 

Fortunately Imagineer have made 
amends with a conversion of Kick Off 
2. Steer clear of this though as it bears 
little in the way of resemblance to its 
computer counterpart. A shambling 
wreck of a game. 


Space Football 

Triffix 

US import 

A strange looking variation on the 
Ballblazer theme, with spooky mode 
E7^ni seven graphics and 
t'l K some rather odd 
music. Not bad, especially in two player 
mode but by no means a classic. 
Opinions differ wildly about this game 
and so I'm afraid your best bet is to try 
before you buy. 


Super Bases Loaded 

Jaleco 

US import 
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More baseball related action, this time 
from Jaleco and again, not much in the 
m way of innovation. Bat 

_ the ball, catch the ball. 

Run around a bit. You know the score. 
Average graphics and annoying sound 
do nothing at all to aleviate the incredi¬ 
bly tedious gameplay. Better try some¬ 
thing else, this is poor. 


Super Batter Up 

Namco 
US import 



It was a bit of a suprise to discover that 
the normally professional Namco, had 
m turned out a poor 
effort like this. It's stu¬ 
pidly easy to hit the ball and almost 
impossible to miss it. Swing wildly and 
you'll still be a baseball hero. 


59 


Super Cup Soccer 

Jaleco 

jap import 


Not very stunning at all as you guide 
some rather shakey footballers around 

I a badly scrolling pitch. 
Not at all spectacular 
and very easy to avoid. 


56 
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Super Soccer 

Nintendo 

Official 



Super Birdie Rush 

Data East 
Jap import 

Amusing little golf game that plays in 
much the same way as Neo Geo golf. 

Generally good but 
there are much better 
ible. Try Irem Skins for 

a bit of a laugh. 



golf games 


Super Bowling 

Athena 
US import 


No fun at all for a single player, yet 
huge ly enjoyable with a couple of pals. 

Great graphics and 

_ sound but just a little 

too easy in the long run. 


It looks a lot better than it actually is, 
but this game does play a very nice 

8 TJJ game of football. Good 
graphics, ace music and 
lots of playability. Players moving “up” 
the pitch do have a huge advantage 
though, as the action is mostly 
obscured by the net. 


Super Tennis 

Nintendo 

Official 

Still the best Tennis game available for 
the Super Nintendo and indeed, on any 
rrg FJT machine ever. The 

§ computer plays a chal¬ 

lenging game, but this really comes into 
its own in two player mode. Great 
graphics and realistic sound. 


T here you have it, the biggest, 
brightest and most complete 
library of Super Nintendo games. If 
you think we missed any, write in 
and tell us and by golly we’ll add 
it. This list is going to get much 
bigger and it’ll grow Just as fast as 
your Super NES does. 



F6BRUaRy’93 

super acnon 











Listen here Nancy. If you want to have a 
job next month, I want that CD ROM X A 
story on my desk in the morning. 
















RHINE GAMES 

74e cpxcc &zce<zt 


MAIL ORDER DETAILS: 

ALL PRICES ARE MAIL 
ORDER ONLY. CHEQUES 
OR POSTAL ORDERS TO: 

RHINE GAMES , 

301 EDGEWARE ROAD , 
LONDON \N2 1BN 



NINTENDO FAMICOM 

SUPER NINENDO (SCART)+PSU+SUPER MARIO WORLD (USA) . 159.99 

SUPER NINTENDO+PSU+SUPER MARIO WORLD (UK) . 145.00 

SUPER NINTENDO (JAP) SCART+PSU . 149.99 

SUPER NINTENDO (USA) SCART + PSU . 129.99 


SUPER GAME ADAPTOR (PLAYS UK, US & JAP GAMES) . £15.00 


ASCII PAD . £20.00 

CONTROL PAD . £15.00 

STEAL TH SNES JOYSTICK . £ 24.00 

CITY/APPOLLO (PRO) . £50.00 

SFC PAL BOOSTER . £30.00 

RGB CABLE. . £14.00 

CAPCOM JOYSTICK (6 BUTTONS) . £68.00 

GAME CADDY . £10.00 


MUSYA . 

. 42.99 . 

. 34.99 

MARIO PAINT WITH MOUSE . 

. 58.99 . 

. 58.99 

MICKEY MOUSE . 

. 54.99 . 

. 49.99 

NBA CHALLENGE. . 

. 44.99 . 


NHLPA HOCKEY 93 . 

44 99 


OUT OF THIS WORLD . 

. 44.99 . 


PAPER BOY2 . 

. 38.99 . 


PGA TOUR GOLF . 

. 44.99 . 

. 37.99 



USA 

JAP 

ACTRAISER . 

. 44.99 . 


AMAZING TENNIS . 

. 41.99 . 


ADDAMS FAMILY . 

. 44.99 . 


AREA 88 . 


. 28.99 

ARKANA . 

. 41.99 . 


ADVENTURE ISLAND . 

. 34.99 . 


AXELAY . 

. 46.99 . 

. 44.99 

BASEBALL SIMULATOR . 

. 38.99 . 


BART SIMPSON . 

. 43.99 . 


BATTLE BLAZE . 


. 37.99 

BOWLING . 

. 42.99 . 

. 38.99 

BILL LAMBER BASKETBALL . 

. 36.99 . 


BATTLE CLASH . 

. 39.99 . 


BATTLE TANK . 

. 41.99 . 


BASES LOADED . 

. 39.99 . 


CASTLEVANIA 4 . 

. 41.99 . 

. 36.99 

CHESS MASTER . 

. 37.99 . 


CONTRA SPIRIT . 

. 44.99 . 

. 42.99 

CYBER SPIN . 

. 44.99 . 


DARIUS TWIN . 

. 37.99 . 


DEATH VALLEY RALLY . 

. 44.99 . 


DESERT STRIKE . 

. 44.99 . 

- 

DRAKHEN . 

. 38.99 . 


D-FORCE. . 

. 37.99 . 


DINASOUR . 


. 42.99 

DOUBLE DRAGON . 

. 44.99 . 


EARTH DEFENCE FORCE . 

. 40.99 . 


EXTRA INNINGS . 

. 38.99 . 


EXHAUST HEAT . 


. 43.99 

F-ZERO . 

. 38.99 . 

. 35.99 

FACEBALL 2000 . 

. 44.99 . 


FINAL FANTASY 2 . 

. 44.99 . 


FINAL FIGHT . 

. 44.99 . 

. 42.99 

G.FOREMAN KO BOXING . 

. 41.99 . 


GHOULS & GHOSTS . 

. 41.99 . 

. 36.99 

GRADUIS3 . 

. 38.99 . 


GOLDEN FIGHTER . 


. 48.99 

GUN FORCE . 

. 44.99 . 


HOME ALONE . 

. 44.99 . 


HOME ALONE 2 . 

. 44.99 . 

- 

HOLE IN ONE GOLF . 

. 40.99 . 


HYPER ZONE . 

. 35.99 . 

. 33.99 

HOOK. . 


. 43.99 

HUNT FOR RED OCTOBER . 

. 41.99 . 


JACK NICLAUS GOLF . 

. 44.99 . 


JAMES BOND JNR . 

. 44.99 . 


JOHN MADDEN FOOTBALL . 

. 41.99 . 


JOE & MAC . 

. 44.99 . 


KING OF MONSTERS . 

. 44.99 . 

. 42.99 

KABLOOEY . 

. 41.99 . 


LAGOON . 

. 40.99 . 


LEMMINGS . 

. 44.99 . 

. 44.99 

MYSTICAL NINJA . 

. 44.99 . 


MAGIC SWORD . 

. 44.99 . 

. 42.99 

METAL JACK . 


. 42.99 

MONOPOLY . 

. 44.99 . 



PEBBLE BEACH GOLF . 

. 38.99 . 


PRINCE OF PERSIA . 

. 44.99 . 

. 39.99 

PARODIUS . 


. 44.99 

PILOT WINGS . 

. 37.99 . 


PIT FIGHTER . 

. 40.99 . 


POPULOUS . 

. 36.99 . 


PHALANX . 

.44 99 

44 99 

QBERT . 

. 44.99 . 


R - TYPE . 

. 44.99 . 


RANMA 1/2 . 


. 42.99 

RIVAL TURF. . 

. 44.99 . 


ROAD RIDE . 

. 44.99 . 


RPM RACING . 

. 38.99 . 

. 34.99 

R0B0C0P3 . 

. 44.99 . 


R.CLEMENS BASEBALL . 

. 41.99 . 


RAMPART. . 

. 41.99 . 


ROCKETEER . 

. 34.99 . 


ROMANCE OF 3 KINGDOM . 

. 49.99 . 

. 42.99 

SUPER OFFROAD . 

. 40.99 . 


SIM CITY . 

. 38.99 . 

. 32.99 

S.T.G . 

. ...4199 

34 99 

SMASH T.V. . 

. 39.99 ... 


SPIDERMAN + XMEN . 

. 44.99 . 

- 

STAR WARS . 

. 44.99 . 


STREET FIGHTER 2 . 

. 64.99 . 

. 59.99 

SMART BALL . 

. 41.99 . 


SUPER SOCCER . 

. 38.99 . 

. 32.99 

SUPER CHAMP SOCCER . 

. 41.99 . 


SUPER BUSTER UP . 

. 44.99 . 


SUPER BUSTER BROS . 

. 44.99 . 


SUPER TENNIS . 

. 38.99 . 

. 32.99 

SOUL BLAZER . 

. 44.99 . 

. 34.99 

SONIC BLASTMAN . 

.-. 

. 44.99 

SUPER FORMA TION SOCCER . 


. 42.99 

SWAMP THING . 

. 44.99 . 


SUPER MARIO KART. . 

. 44.99 . 

. 42.99 

SUPER PANG . 


. 42.99 

SPIDERMAN . 

. 44.99 . 

. .- 

THUNDER SPIRITS . 

. 41.99 . 


TKO TECH KNOCKOUT . 

. 41.99 . 


TOM & JERRY . 

. 41.99 . 


TOP GEAR . 

. 44.99 . 

. 36.99 

TURTLES IV . 

. 44.99 . 


TRUE GOLF. . 

. 39.99 . 


UN SQUADRON . 

. 38.99 . 


ULTRAMAN . 

. 38.99 . 


WINGS 2 . 

. 44.99 . 


WORLD LEAGUE SOCCER . 

. 39.99 . 


WORLD CHAMPION . 


. 34.99 


SNES - WHILE STOCKS LAST - ALL A T £32.99 

AREA 88. BILL LAMBER BASKETBALL, D-FORCE. LEMMINGS. POPULOUS. WORLD CHAMPIONSHIP BOXING. XARDION 

SEGA GAME GEAR 


A VAILABLE NOW - GAME GEAR ADAPTOR £14.99 
RUN MASTER SYSTEM GAMES ON YOUR GAME GEAR 


ALIEN 3 . 

. 27.99 

PSYCHIC WORLD . 

. 19.99 

AXE BATTLER . 

. 21.99 

PAPER BOY. . 

. 24.99 

AERIAL ASSAULT . 

. 16.99 

POPILS .. 

. 18.99 

BART SIMPSON . 

. 25.99 

SMASH TV . 

. 27.99 

BETTER UP . 

. 19.99 

SHINOBI . 

. 24.99 

CASTLE OF ILLUSION . 

. 21.99 

SHI NOB 12 . 

. 27.99 

CRYSTAL WARRIORS . 

. 24.99 

SONIC 2 . 

. 27.99 

CHASE HQ . 

. 21.99 

SPACE HARRIER . 

. 20.99 

CHESS MASTER . 

. 21.99 

SUPER GOLF. . 

. 20.99 

CHUCK ROCK . 

. 27.99 

TAZMANIA . 

. 27.99 

DEVILISH . 

. 23.99 

WOODY POP . 

. 16.99 

DONALD DUCK . 

. 24.99 

SUPER MONACO GP 2 . 

. 24.99 

DRAGON CRYSTAL . 

. 19.99 

FACTORY PANIC . 

. 17.99 

G-LOC . 

. 21.99 



INDIANA JONES . 

. 27.99 

ACCESSORIES 


JUNCTION . 

. 24.99 

GAME GEAR & SONIC . 

. 114.99 

JOE MONTANA FOOTBALL . 

. 19.99 

GAMEGEAR . 

. 94.99 

FANTASY ZONE . 

. 17.99 

GAME GEAR & 2 GAMES . 

. 124.99 

GEORGE FOREMAN K.O. BOXING . 

. 19.99 

MASTER GEAR CONVERTER . 

. 14.99 

MARBLE MADNESS . 

. CALL 

WIDE GEAR . 

. 10.99 

NINJA GAIDEN . 

. 23.99 

POWER SUPPLY . 

. 9.99 

OLYMPIC GOLD . 

. 24.99 

BATTERY PACK . 

. 32.99 

OUTRUN EUROPA . 

. 24.99 

2 PLAYER CABLE.. 

999 

PREDATOR . 

. 27.99 

GAME GEAR ATTACHE CASE . 

. 14.99 


PC ENGINE - ATARI LYNX 
CONSOLES & GAMES 

PLEASE CALL FOR DETAILS 

TRADE & EXPORT ENQUIRIES WELCOME. 

CALL 071 724 3822 OR FAX 071 723 3117 


S E D A MEGA DRIVE 


SEGA MEGA DRIVE + PSU + SONIC + 2 CONTROL PADS . 124.99 

SEGA MEGA DRIVE + PSU + SONIC . 119.99 

SEGA MEGA DRIVE + PSU + 2 GAMES . 129.99 

SEGA MEGA DRIVE + PSU + SONIC + SONIC 2 . 129.99 

MEGA CD ROM (PAL) + GAME + PSU . 330.00 


MEGA PAD SG 3 WITH 3 BUTTONS AND 
LED LIGHT 13.00 

POWER CLUTCH (ARCADE JOYSTICK)30.00 
POWER BASE CONVERT. MASTER GAME 


ON MEGA DRIVE 

30.00 


MEGA DRIVE ADAPTER 

8.00 



USA 

JAP 

ATOMIC RUNNER . 

. 39.99.. 

- 

ALIEN 3 . 

. 39.99.. 

- 

ALISIA DRAGOON . 

. 39.99.. 

- 

ARCH RIVAL . 

. 39.99.. 

- 

AMAZING TENNIS . 

. 39.99.. 

- 

ARCUS ODDYSSEY . 

. 42.99.. 

- 

ATTACK SUB 688 . 

. 43.99.. 

- 

AQUACTIC GAMES . 

. 32.99.. 

- 

AFTER BURNER . 

- 

...29.99 

BART SIMPSON . 

. 39.99.. 

- 

BARE KNUCKLES . 

. 32.99... 

...23.99 

BUCK ROGERS . 

. 39.99.. 

- 

CAPTAIN AMERICA . 

. 39.99.. 

- 

CASTLE OF ILLUSION... 

. 39.99... 

...22.99 

CADASH . 

. 39.99.. 

- 

CHUCK ROCK . 

. 39.99.. 

- 

CRUDE DUDES . 

. 39.99.. 

- 

DAVID ROBINSON . 

. 29.99.. 

- 

DRAGONS FURY. . 

. 39.99.. 

- 

DOUBLE DRAGON . 

. 38.99.. 

- 

E A HOCKEY . 

. 39.99.. 

- 

F-22 . 

. 29.99.. 

- 

FANTASIA . 

~ 

...29.99 

FIGHTING MASTER . 

. 39.99.. 

- 

GADGET TWINS . 

. 39.99.. 

- 

GALAHAD . 

. 39.99... 

- 

GALAXY FORCE 2 . 

. 29.99... 

...29.99 

GHOULS W GHOSTS... 

. 26.99.. 

- 

GOLDEN AXE 2 . 

. 34.99... 

...29.99 

GYNOUG . 

- 

...19.99 

HELL FIRE . 

. 24.99... 

...19.99 

JAMES POND 2 . 

. 29.99.. 

- 

JOHN MADDEN . 

. 29.99.. 

_ 

J.CAPRIARTI . 

. 39.99.. 

- 

KID CHAMELEON . 

. 34.99... 

...29.99 

KING OF THE MONSTERS ....39.99... 



KING SALMON . 

...36.99.. 

- 

KRUSTY 'S FUN HOUSE.... 

...39.99.. 

- 

LEMMINGS . 

...39.99.. 

- 

LHXATTACK CHOPPER . 

...36.99.. 

- 

MARBLE MADNESS . 

...29.99.. 

- 

MERCS . 

...26.99.. 

- 

NHLPA HOCKEY 93 . 

...36.99.. 

- 

OLYMPIC GOLD . 

...30.00... 

...27.00 

PGA GOLF. . 

...34.00.. 

- 

PITFIGHTER . 

...33.99... 

...31.99 

POPULOUS . 

...29.00.. 

- 

PREDAT0R2 . 

...36.99.. 

- 

PSYCHOBLADE . 

- 

...19.99 

QUACKSHOT. . 

...39.99... 

...29.99 

RAMPARTS . 

...39.99 


ROAD RASH . 

...39.99.. 

- 

ROAD RIOT. . 

...36.99.. 

- 

ROLLING THUNDER 2 . 

...37.99.. 

- 

SAINT SWORD . 

...24.99.. 

- 

SIDE POCKET . 

...37.99.. 

- 

SLIME WORLD . 

...36.99.. 

- 

SONIC 2 . 

- 

...37.99 

SONIC . 

...30.99... 

...19.99 

STEEL EMPIRE . 

...39.00.. 

- 

STORM LORD . 

...34.99... 

...29.99 

STRIDER . 

...39.99... 

...29.99 

SMASH TV . 

...36.99.. 

- 

SPORTS TALK BASEBALL.. 

...44.99.. 

- 

SPORTS TALK FOOTBALL.. 

...44.99.. 

- 

SUPER SMASH TV . 

..36.99.. 

- 

SUPER HIGH IMPACT. . 

...37.99.. 

- 

TAZMANIA . 

..34.99.. 

- 

TEAM BASKETBALL . 

..39.99... 

- 

TERMINATOR . 

..36.99... 

- 

TEST DRIVE . 

..34.99... 

- 

TEL TEL BASEBALL . 

- 

...19.99 

THUNDERFORCE 3 . 

..29.99... 

- 

TOKI . 

..34.99... 

...29.99 

UNIVERSAL SOLDIER . 

..39.99... 

- 

WHEEL OF FORTUNE . 

..39.99... 

- 

WINTER CHALLENGE . 

..34.99... 

- 

W0NDERB0Y2 . 

. - . 

...19.99 


NEO-GEO NINTENDO GAME BOY 


NEO GEO PAL (1)FREE MEMORY CARD279.99 
NEOGEO (SCART) (FREMEMORYCARD)....279.99 


MEMORY CARD . 19.99 

MAGICIAN LORD . 89.99 

ART OF FIGHTING . 189.99 

CYBERLIP . 89.99 

ROBOARMY . 96.99 

EIGHTMAN . 96.99 

RIDING HERO . 89.99 

SUPER SPY . 99.99 

KING OF THE MONSTERS . 104.99 

CROSS SWORDS . 99.99 

2020 SUPER BASEBALL . 89.99 

NINJA COMBAT. . 84.99 

THRASH RALLY . 89.99 

BLUES JOURNEY . 118.99 

FOOTBALL FRENZY . 129.99 

MUTATION NATION . 139.99 

WORLD HEROES . 169.99 


GAMEBOY DELUXE PACK CONSOLE TETRIS, 
EARPHONES CABLE4 AA BATTERIES66.99 


GAME LIGHT MANI . 14.00 

MAN I FI ER . 9.00 

AMPLIFIER . 9.00 

BRITE BOY (LIGHTMAGNIFIER) . 7.99 

GAMEKEEPERS BOX . 21.99 

PORTABLE CARRY ALL . 9.99 

ATTACHE CASE (NUBY) . 16.99 

MINI JOYSTICK . 3.99 

DOCS LITE IT . 14.00 

GB ADAPTER . 8.99 

UNIVERSAL BATTERY PACK . 27.99 

LIGHT BOY . 19.99 

HYPERBOY. . 29.99 

REPLACEMENT SCREEN . 4.99 


ALL STAR CHALLENGE 2 
ADDAMS FAMILY 
ADVENTURE ISLAND 
BATMAN 2 
BART SIMPSON 2 
BEETLE JUICE 
BLADES OF STEEL 
BUBBLE BOBBLE 
BUGS BUNNY 2 
BLUES BROTHERS 
CEASARS PALACE 
CASTLEVANIA 
CHESS MASTER 
DOUBLE DRAGON 152 
DUCK TALES 
FERRARI GP 
FLIGHT SIMULATOR 
FI - RACER 

GEORGE FOREMAN BOXING 
HUNT FOR RED OCTOBER 
HOOK 

MEGA MAN 2 


KID ICARUS 
KIRBY DREAMLAND 
METER0IDS2 

MICKEYS DANGEROUS CHASE 
MONOPOLY 

NINJA GAIDENS SHADOW 
NINJA TURTLES 2 
PACMAN 
PAPERB0Y2 
PRINCE OF PERSIA 
RANMA 1/2 
R0B0C0P2 

ROGER CLEMENS BASEBALL 
SIDE POCKET 
SOLAMANS CLUB 
SPUDS ADVENTURE 
SPIDERMAN 
SPY VS SPY 
SUPER HUNCHBACK 
SIMPSONS 
TURN W BURN 
TERMINATOR 2 


TOXIC CRUSADERS 
THEPUNISHER 
TINY TOONS ADVENTURE 
TRACK W MEET 
WWF2 

ROCKY & BULLWINKLE 
DIG DUG 
THE JETS 
OUT OF GAS 
HOME ALONE 2 
ANY ONE FOR £24 
ANY TWO FOR £44 
ANY THREE FOR £60 
SUPER MARIOLAND 2...£27.99 
STAR WARS...£27.99 
SPEEDBALL 2...£27.99 
PLEASE ADD £1 FOR 
EACH GAME P&P 
(ACCESSORIES & CONSOLES 
ADD £5 FOR POSTAGE) 


RETAIL STORES ESS 

301 EDGEWARE ROAD, LONDON W2 1BN TEL: (071) 723-2412 
260 TOTTENHAM COURT ROAD, LONDON W1P9AB TEL: (071) 580-6397 

ALLOW APPOOXIMATEL Y 5 DAYS FOR CLEARING CHEQUES OR MONEY ORDERS. 
FOLLOWING DAY DELIVERY, P&P ADD £1FOR GAMEBOY & GAMEGEAR GAMES, £1.50 FOR 
OTHERS, £3 FOR ACCESSORIES & £5 FOR CONSOLES (NEXT DA Y DELIVERY £10) 

WE RESERVE THE RIGHT TO CHANGE PRICES WITHOUT PRIOR NOTICE, E&OE 


























































































































































































































































































































































minim 11 . 



^WESA,; 


SSRAVlS: agw. 


*S£K 

EXECUTED - 85 

PAVESMASTERMAGAZINE 


Original 


(Nintendo} 

V Seal of j 
^ Quality 


6.1. Ant™ is a soldier ant. He's extremely clever, and highly trained in 
tactical manoeuvres. What's more he's extraordinarily strong and 
super smart! His latest mission is to gain access to the crazy world of 


11111 Captain Rat's Treasure Caves. Very straightforward...NOT! 

111 ■ ■ ■ ■ You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world 

comprised of nine different continents. G.I. must negotiate many screens of 

mind-teasing problems. Each level has a door 

/ to the next. To open the door, the 'Trigger" 

T* £ domino-block must be felled by causing a 

i: 1 A I chain reaction with all of the other domino- 


Ocean Software limited 2 Castle Street Castlefield Manchester M3 41Z 


blocks in that level. 

Pretty easy ♦♦♦ NOT! 

© 1992 RED RAT SOFTWARE/ OCEAN SOFTWARE LIMITED 





















